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WELCOME TO IN@4 
o matter how many N64 owners they've exasperated with their 

= - sudden price-cut, Nintendo continue to make by far the best video 
Happy 50 lucky, games in the world. Starfox 64 is bursting with ideas, excitement, 

MAGAZINE 

yes. But we have special effects, technical achievement, and, most importantly, an 
’ understanding of whafmakes great games tick. It completely dismisses any 

got rules, y know. nagging doubts over the N64's cart format, with a more ‘filmic’ feel than 
N64 Magazine will recognise anything anyone's managed with CD-ROM. Some import machine owners may 
that the Nintendo 64 is the best FRU m Ue OMe Me USA L tL 
CG ost ace A UME eam) mee UU Lean NA CO Le Ue) 
utterly incredible! many enjoyable evenings. | just about managed to reach all the sideways- 

branching levels in time to complete our review, but I've only got a measly two 
N64 eee a teview' *) gold medals so far, and I'm dying to get expert mode working, and try out the 
new Nintendo ames, from U Fy r Surana; Minawiea sae japan Ste CS LE games. Hopefully I'll be a true Arwing ace by the time the UK 

version arrives in the summer. ° . 
N64 Magazine will employ only | thought of a joke the other day. It's not all that funny, but I've never 
the most skillful reviewers! thought of one before. Q. What's Arnold Schwartzenegger's favourite house 
biter aca aitaiein plant? A. Aspidistra, baby. 

agazine will play the big 2 . 7 r revie vee =) E gaties property = through to she ACE o CROLL els 64 import review, there's tonnes of ut reading to be 
end, no matter how hard they found in this month's N64 Magazine. James has had the world's first play on 
are - before passing judgement! Multi Racing Championship, which looks smashing, and has got right through 

the US version of Doom 64. Tim's discovered that, as he'd hoped, /SS64 is 

genuinely brilliant. Wil's been engrossed in, er, Mah Jong 64. Zy's ferreted out 

more Mario 64 secrets. And Mark, our globe-trotting reporter, has assembled the 
N64 Magazine is completely . first part of a complete guide to the world's N64 developers, starting, 
insependans/ana wiles appropriately enough, in Japan. We're exhausted, quite frankly. 
afraid to call a crap game a > 
crap game! Soe Mr iM BEAU 

Editor 

N64 Magazine will pack every 
page with vital tips and secrets! 

N64 Magazine will reveal the 
very latest exciting pictures of 
new N64 games from around 
the world! 

N64 Magazine will not pad 
itself out with tedious waffle 
when it could be writing 
interesting stuff or showing 
great pictures! 

N64 Magazine will give advice 
on all aspects of N64 gaming 
whenever its readers might 
need it! 

N64 Magazine will be everything 
a Nintendo 64 fan could 
possibly want, every month! 

Scary veg! 
Time to get on 
with it again... 
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ack in issue one of N64, 
we looked at all the 
Nintendo 64's up-and- 
eae ee ee | 

wondered which would be the first 
ria bul abet GM: Me moment 

: cti by Genki for 
Terie Um ele Lm em eS 
position, and from what we recently 
saw (and played) of the game, that 
looks like being no bad thing at all. 

Multi Racing is a touring car 
racer, similar in feel and looks to 
Namco's Rage and Rave Racer. Based 
over three widely varying tracks, the 

competitive computer racers, a Time 
Trial ghost mode for those ever- 

inciud i unda eles tle 

Oat am am nee 
important matter, but it's the rest of 
the game's options that are likely to 
prove the most interesting. 

Multi Racing Championship's 
main claim to fame (and the reason 
COTM CUAL eam Ko 
its short-cuts, alternative routes and 
differing race conditions. Each of the 
eT eMC om CRM ole 
alternative paths based along its 
length, some marked on course 
maps, and some more hidden. 

Although racing on the marked route 
gives the normal tyre-tarmac racing 
experience, venturing off-road 
provides the driver with short bursts 
of every conceivable road condition. 
From muddy tracks, to snowy lanes, 
to flooded tarmac, an averagely 
branching lap of a Multi Racing race 
Ee Ome Mem CM Ur UN mein 
driving conditions as possible. 

The development cart that we 

MOL cls od Elcom mg (ola 

zoomed off road and braked hard 

tel MAA Peel Pe 

Colm CO ENMU AMI e Uo 
magazine also gave us a sneak 
preview of the most important 
technical aspect of any console racing 
FeV oem a0) serait Lume 

cee 
OY a aoe eit oe ath Leg 
wrong it’s possible to go with a 
computer car and a control stick. And 
with that horrific memory to the fore, 
we were pleasantly surprised — nay 
amazed — on playing Multi Racing 
Championship. The Analogue stick 
aoe LaCie oP ACe mg ace 

LAR TIME 

same, Seri re Py. 
A\ These helpful road signs 

warn of an approaching 
MA 

Peon Mew olla La lee re aan Ne, 
Eure uri) Aa 

vibrating away as we 

into corners. 
It didn't take too long to work 

out which were the best route 
options on the first track — although 
no one managed to finish better than 7 , 
fourth. The second and third tracks fae Regen st 
proved harder to crack, however, AV Ae ee dramatically. 
with unhelpful N64 spectators ee ae 
shouting out confusing left/right 
instructions as junctions approached. 
It looks as if a good memory will be 
required for success, not only to 
remember which short-cut is the 
shortest A to B, but the difficulty of 
its drive (corners and chicanes) and 
Litem dale me) er-COR Var Cem tara) 
made up from. 

A close inspection of the game's 
options revealed six selectable cars 
(racers, jeeps and 4x4s amongst 
a CR aeRO e 
hidden ones — GO! 
presumably awaiting GO! 
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winning game performances of some 
kind. On top of this, each car was 
customisable right down to the 
aerodynamic spoilers on their rear 
wings. Whether this kind of fiddling 
really has any effect remains to be 
seen, but Genki promise that a 
precise set-up on your car will be vital 
in turning in race-winning 
performances. Certainly, if they leave 
the computer cars at their current 
level of intelligence, Multi Racing 
won't be the same miserable 
walkover as Cruis’n. 

Graphically, it has to be said that 
Multi Racing is not yet up to the 
standard of Nintendo's in-house 
games, and certainly doesn't match 
the sublime perfection of the first 
two-player N64 racer, Wave Race. At 
the moment, although the courses 
and cars are fairly well detailed, the 
overall resolution of Multi Racing is 
far from razor sharp. However, one 
area in which the graphics do excel is 
the minimisation of pop-up. Although 
the courses ask a lot of the CPU, with 
high cliff sides and winding paths 
through alpine villages, a good 
stretch of intact raceway horizon is 
always visible and large objects rarely, 
if ever, jump out at the player. Place 
Multi Racing next to Human Grand 
Prix (which appeared to build its 
course fifty yards in front of the 
player's car) and you're hard-pressed 
to believe that the respective 
developers had a level pitch in terms 
of development hardware. 

Our expectations of Multi Racing 
are high, and we're definitely looking 
forward to its release in the summer. 
Top Gear Rally and Rev Limit now 
have a definite target to aim at and 
the battle for dominance in the N64 
car market looks to be well 
and truly on. 

Quite what this vehicle is meant to be is anyone's guess. A kind of 
four-wheel drive sand buggy, maybe? 
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The set-up is similar to Wave Race and, 
aquatic racer, none of the game's raw sp 
two players racing at the same time. Altho 
detail is lost, the reduction in screen size mi 
look hard to notice it. And, as in Wave Race, 
focused too firmly on the track ahead to care. 

Tray) Pd 

uy Eid ci ee ea 
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GRIPPING STUFF 
One of the challenges in Multi Racing is the variety of diffe 
surfaces that're available to drive on. From gleaming ta 
snowy tracks to gravelly off-road bits, the route you take 
race should in part be governed by your ability to driv 
more eccentric surfaces. The kind of vehicle you select 
will also play a part, with 4X4's out-manoeuvring tl 
on the tricky stuff, but falling behind on the high 
If all that isn't enough to contend with, then t 
changing weather ensures you never feel t 
your own particular coefficient of frictio: 



- en translation, but the feature of interest to most gamers 
umber of alternative routes and short cuts a ‘COntaineTo, wi 
rd a good time in Multi Racing, the player has to judge whic 

alternative routes will allow him to record the quickest time A to B. 

go left or right can so@p seem an overwhelmingly complicated one. 
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DELAYED! BUT WE CAN'T RESIST SHOWING YOU SOME MORE PICS 
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Wid 
e were devastated 

Um mole Role e 
that Go Go!! 
Troublemakers had 

TUM AE Nore) ae Melt em RO 
of the N64 games we're most 
desperately looking forward to. In 
fact, this month it's right up to 
number two in our Eager Waiting 
chart on page 25. 

But Treasure, its developers, 
presumably know what they're 
doing, as they've already proved with 
supremely great Sega games like 
OTT Tae kel Pre 10 
Heroes. So we'll just have to content 
ourselves with dribbling over the 
latest pictures, trying to deduce from 
tana Mo) gael dal aF MO) MUA clIKO OA 6} 
of Professor Gumbel and his robotic 
housemaid, Marina. (An attempt on 
the 100 metres record, anyone?) 

Part of the appeal of 
UTTER Mata UCP a cc 
most N64 developers, have resisted 
the temptation to move into 3D and 
are sticking with 2D. So instead of 
bogging down the N64's powerful 
graphics hardware with thousands of 
3D polygons, they're able to devote 
it to throwing huge sprites about the 
screen, creating amazingly colourful 

ON64.... 

backgrounds, and generating bizarre 
Soca mice ee UaLe EE IY 
explosions. Treasure have always 
stretched to the limit every machine 
they've worked with, so it'll be 
intriguing to see what the N64's 
capable of in 2D. 

Marina, the character you take 
charge of, normally spends her days 
cleaning Professor Gumbel's house. 
But one day the professor goes 
missing, seemingly kidnapped. So 
Marina sets off out into the world of 
Nendoro to track him down. 

What ensues looks to be an 
action-packed blend of shoot-'em-up 
and platform game. Marina (and a 
second character if you're in two- 
player mode) comes equipped with 
robotic grabbing hands with which 
she can grab enemies, shake them to 
release weapons and power-ups, and 
then dash them against the scenery. 
The weapons of bosses can also be 
turned against them, with bullets and 
missiles being deflected. 

Insanely, no-one yet appears to 
want to publish Go Go!! 
UTR MeL (6-1 On 
European publishers: telephone Enix 
now and get them working oye 
oltre W a ROA tT 
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TO BE CONTINUED... 
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em ek eek 
time reviewing |SS64 and a bit 
Se rm edere] 
elastic bands at me. 
— Wil) (Freak. - 
im) Issue 4 will 
Diao 

available on 
Thursday, 19th 
aie i ae 
SoM moltg 
word as 

range of co-ordinating N64 
Controllers, available in gold, 
metallic blue, metallic 
copper or crome 
again, each 
costing £44.99. 
Rome eee cou) 
Nel melts 
would benefit 
ilu eee mo 
ocean erU1 
Foxdata on 0171 
che vane 

Those fickle folks at Foxdata have 
already grown weary of the N64’s 
te) oe ee Oe a 
eum a a ole a Cold 
summer, ‘chroming’ it till it's shiny 

It'll have come to the attention 
Ol PVE re ra em 
fans that this issue will have 
reached the shops just a teeny 
bit later than we originally 
Pe eMC Me ee Ree 
one did too. Sorry. It's all 
SET aL ke eel 
who's been playing Doraemon all 
month. — James) (It'd have been 

silver. The resulting Chrome 
Nintendo 64 (an import machine 
Pe Le Be Coons Cel iT) 
transformer and a SCART cable) 
can be yours for £270, or you can , 
have your own N64 chromed for ; 
£60 plus £10 p&p. Fox also do a professionals. 

ales soar as 
plummets 

Né4s were selling in Japan and the US 
for around £120. Electronics goods are 
always more expensive in the UK, so a 
UK price of £200 would have been 
about right, and would have matched 
the PlayStation's. For reasons best 
known to THE Games and Nintendo, 
however, the N64 went on sale on 
March ‘1st for £250. 

But two days earlier, too late for 
Nintendo to react, Sony had 

policy. Not that they're admitting 
publically, anyway... 

But, whether you've been stung to 
the tune of £100, or have have 
skipped to your local video game 
vendor with £150 in hand, the N64's 
new price comes as a relief to all of us 
here at N64. More N64s sold means 
the likelihood of more new UK games 
being launched. And, of course, more 

N64 readers. Hurrah! 

he slashing of the 
Nintendo 64's price from 
from £250 to £150 has had 
the desired effect. THE 

Games, Nintendo's distributor in the 
UK, claim that N64 sales are now 
outstrippping those of the PlayStation, 
which has been in huge demand since 
being reduced to £130. And the shops 
we've spoken to confirm this, saying 
they're selling about twice as many 
N64s as they were pre-price-cut. In 
the two weeks following the price cut 
on May ‘st, about 35,000 Nintendo 
64s were sold, bringing the total 
number installed in UK sitting rooms 
to around 110,000. Good news all 
round, then. Although... 

While the price cut was obviously 
welcomed by those hadn't yet bought 
Né4s, and can only help the N64's 
cause in the long run, it's come as 
something of a blow to the thousands 
of Nintendo fans who paid £250 to be 
among the first to own an N64. 
Consoles are always subject to price 
cuts, but rarely such large ones, and 
never so soon after launch. Here at 
N64 Magazine we've been crushed 
beneath the weight of letters from 
embittered Nintendo fans, and 
deafened by the constant ringing of 
our telephones. THE Games, 
meanwhile, had to set up a special 
phone line to deal with complaints. 

What, then, happened? Why 40% 
off? Why just eight weeks after 
launch? Why no warning? 

It's a mess, to be honest. When 
the Nintendo 64's original UK price 
was decided upon prior to March ‘st, 

aggessively slashed the PlayStation to 
£130. And shortly after that, American 
and Japanese N64s were cut to the 
equivalent of under £100. The N64 
suddenly went from being a ‘premium 
product’ to looking absurdly 
overpriced, and as PlayStation sales 
went through the roof the 
excitement surrounding the N64's 
launch faded fast. 

For the next few weeks, THE 
Games officially denied rumours of a 
price cut. But secret meetings were 
held at which it was decided 
something would have to be done. 
£50 lopped off would still have left the 
N64 looking expensive next to the 
PlayStation, so £100 it was. An 
announcement was made on April i 

29th, and £150 N64s appeared in the So 
shops two days later. 

Nintendo of Australia made a 
similar move on May 5th, cutting the 
Australian N64 — which was launched 
at the same time as the UK one - from 
A$399 (£195) to A$299 (£145). 
However, Australians who bought their 
N64s before the price cut received 
compensation in the form of an 
entirely free game. THE have no such 
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PAL versions of games until you 
do — when they appear in the 
Be) Se Ura) Lu 
have to base our reviews on 

especially to allow for the PAL 
Cue a acer re Ure 
don't play any differently. Since 
reviewing Wave Race 64 last 
month, however, we've got hold 
Oi ae. eel eee] 
discovered that Nintendo don't 
EY) OME RUC Ue aL 
all to adjust it for 50Hz machines. 
SEU CMC 

times we printed 
last month. It's 
still a fantastic 
game, well worth 

el 
awarded it, and 
only people 
who've seen the 
US or Japanese 
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pro does run noticably slower on UK 
machines, to the extent that you 
may struggle to beat the lap 
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When's the 64DD coming out, and 
how much will it cost? - Every N64 
Reader, The World 

We don't know. All right? As soon as we 
do we'll tell you. In the meantime, 
however, more details are steadily 
filtering through about Nintendo's 
secrecy-veiled N64 disc drive add-on. 
Here they are, in easily digestible pellets: 

the PlayStation and Saturn. And 
seek time (the time it takes to locate 
the right bit of the disc) will be as 
low as 0.075 seconds, compared 
with about 1 second for CD-ROM. 
Hooray! The 64DD is being billed as 
a ‘burst access’ drive, sending data 
to the N64 in short, high-speed 
burts. This doesn't make it ideal for 
streaming video and sound off the 
disc, currently the most popular use 
for CD-ROM, so if developers want 
to do that it'll be up to them to find 
a way. 

It'll definitely 
be writable 
The main advantage 64DD discs offer 
over CD-ROMs is writability - data 
can be written onto them by the N64 
as well as read from from. Up to 
38Mb of a 64Mb 64DD disc — which 
is about the size of a 3.5-inch floppy 

disc but thicker and 
stronger — can 

be 
§ designated 
as writable, 

which should 
allow some 

really enormous 
Sim City cities to 

be built. 

it'll be fast 
The 64DD will transfer data at 
790Kb (or 0.79Mb) per second — 
about five times as fast as the CD- 
ROM drives used by machines like 

It'll come with 
an extra 4Mb of 
RAM 
This will pop into the little hatch in 
the top of your N64, bringing the 
machine's total memory up to 8Mb — 
the size of an average N64 cart. This 
explains how, at last year's Shoshinkai 

notice anything amiss. But we 
Pe UMM tm Cel 

eel 
SUPER 
MARIO 
64? 
No, he's not. 
Or is he? No. 
Or- NO. 

Va ae 
hoax. 
Although... 

exhibition 
in Japan, it was 
possible for Super Mario 64 
to be running on an N64 with 
64DD but no cart. The extra RAM 
will allow RPGs and racing games to 
come with huge levels that can be 
read quickly off the 64DD and 
stored in the N64 with no further 
disc accessing. 

characters in 
their games with 

new ones via modems and, later, 
satellite communications,” he said. 
Gruffly, probably. Further information 
about the 64DD modem has been 
hard to come by, though, so it's 
probably best not to get your hopes 
up about it or the multi-player 
gaming, Internet and game- 
downloading facilities it would offer. 

It'll have a 
built-in clock 
Not terribly exciting-sounding, 

It could well 
have a built-in 
modem 
In the middle of April, Nintendo's 
chairman, Hiroshi Yamauchi, revealed 
in an interview that the 64DD will 
have the facility to connect to the 
telephone network. The 64DD “will 
allow users to replace the original 



maybe. But, in fact, the 64DD's 
ability to remember the time even 
when it's switched off will open up 
exciting new gaming possibilities. 
Imagine an RPG which works in real- 
time, so certain events don't take 
place until three days after you've 
bought the game, or you don't get 
to meet certain people unless you 
reach a certain point within a certain 
time. There's also potential here for a 
great version of Tamagotchi, the 
computer-pet craze that's currently 
gripping Japan — switching off your 
N64 wouldn't get you out of having 
to feed your pet. 

It'll be cheap 
In Japan they're talking about a price 
of ¥12,000-15,000 - that's £60-75, 
which is astonishingly cheap. And, 
better still, 64DD games will cost 
about half as much to manufacture 
as N64 carts, which would translate 
into ¥4,000-5,000 (£20-25) per 
game. Even after being inflated a bit 
for Europe, these prices would be 
good news indeed. 

It'll be out in 
Japan by the 
end of the year 
That's Nintendo's plan at the 
moment, and the 64DD might even 
be out in the US by the end of the 
year too. No UK date has been 
discussed, though, inevitably. 

The 64DD will add enormously to 
the N64's already formidable powers, 
allowing bigger games, upgradable 
games, customisable games and - if 
a modem really is included - 
amazing multi-player games, as well 
as cheaper games. And it's vital to 
Nintendo that it succeeds. They and 
the N64 are suffering badly in Japan 
at the moment through a lack of 
software — developers being 
reluctant to commit to the massive 
costs of developing cart games. N64 
Magazine's sources reveal that the 
64DD could well go on show at 
America's E3 show in June. We'll be 
there, drooling over it, and will 
report back in detail. 

—t6-add colour, and if you left ——— 
~ soft and-cuddly_approach to. 

“New column, ‘old: games. Really, really old, in fact. Jason Moore ‘owns s pouaibty= 
=. the dargest collection-of nostalgic Nintendo memorabilia i in Europe... 

whe wend First 
games-console, 

released in 1972. 
Games were 

supplied-with plastic screens 
you-had to stick onto your TV 

the-machine-on too long it- 
~ burnt’permanent-lines into: 

your-screen.-In the 25-years~ 
between the Odyssey and the 
N64, literally hundreds of” 

companies have produced 
~Bames machines and software. 

~<In the late '70s, Atart 
-dominated the games industry, 
only to be crushed-by the 
arrival-of the home-computer 
incthe “80s. By the mid-'80s, 

~ > Nintendo-had conquered the 
~US with the NES, while in: 
“Europe, Atari and Commodore 
fought over the 16-bit 
computer market. By the late 
“805, Sega and: Nintendo were. 

~ set to take over-the world and 
—re-establish cartridges as ‘the 
gaming format. Now we 
watch as market share is 

oa fought for again, this time by 
Nintendo and Sony. __ 

The result of all this is 
_redundant systems and 
games, some common, some 

rare. And while most people 
throw-out their old-machines, 
there's a new breed of gamer— 
intent-on | collecting them. It 

— all started in America; with 
~ the Atari 2600 dominating 
the collecting scene thanks to 
the many special edition and 
‘fan club only’ titles: that Atari 

— released-during their reign —— 
~over-the-industry.-It didn’t 
take long for-rare carts like- 
Q*Bert’s Cubes to tocket in— 

_ vale, fetching up to $600.” 
‘And this was the tip of the 

- iceberg, with-the collecting—— 
phenomenon.now 
emcompassing every format. — 

_.that's"everexisted,.The-UK = 
has quickly caught up with 
the US; leading the-world —— 
with user groups-and-~ 

~ ~dedicated-fanzinés.~ 
Nintendo fans have _ 

~ always been lucky when-it 
~comes to collecting, with over 

—2000-NES titles:and.a-huge—— 
range of Game-& Watch - 
handhelds out thereto be 

“hunted for. Over the coming 
~months tlt be taking-a took at 

= some of the funkier Nintendo 
~ -retro items outt there... 

the Odyssey, was 

—RETRORATING 

— use your 
__ extending 

higher 

_ ~~ -ledge to- 

DUCK HUNT 

It just goes to.show how. 
much Nintendo has changed 
as a cOmpafiy when you come 

_to look-at Buck Hunt on the 
NES. It-was released-at-the 
machine's launch and, in stark 
contrast to their-now familiar 

software themes;-allows you 
to-maim-and kit-wild animals. 
That's not to Say it isn’t fun. 
The NES Zapperight pistol. 
simply plugs into. the joypad 
port and ‘is very accurate, 
leaving you'to rely on your 
aiming-skill_.Dueks fly around ~ 
the screen-in batches-in-ten: 

Get six out 

of the group 
and-ascend_to.the-next-level. 
By-the-time you: get pasttevel 
ten, the temptation to touch 
the-screen with the-end of the 
gun is-overwhelming.— 
Challenging, fun and just-a bit 

~_sick.. What.more could you 
want from a game? 

- BIONIC 
— COMMANDO 
[fariyone out there stitt 

“regrets bursting their Stretch — 
Armstrong as a kid, this:is the 
game for them-Bionic 
Commando. is a conversion of 

_the classic Capcom.coin-op, — 
~and features-a man-with 
= atretehy arms. In this-relatively 

simple~ 
platform 
game you 

limb to.— 
climb to 

tevels-or 
swing 
from 
one 

- simple concept has been 

. subsequent games — mainly 

_the-fish in 

x 
_-and:back 3 

71% ~tank-on tess : 
the other side-of the - hn 

another. You-also carry a gun 
to blast any enemies-found: 
lurking behind barrels: ~ 
Unfortunately, the game's 

stretch Arenstrorige 1n-4982 - 
‘Nintendo developed the 
Panaramavision, using a 
“mirror to back-light a 3 
completely colour LCD screen: 
and producing the first-full- 
colour.handheld. The same_. 
technology was_used inthe —-- 

~ Game-&-Watch Table pe 
~ range;-of which-DK Jnris-one, — ~ 

ripped off so-many times in=—_ 

Batman _and:Spiderman ones = 
thafit's Jost much of its 
Originality. Bionic Commando 
is fun-for-a while, but | dare Mario is depicted-as-a-baddy, - 
you to.stay awake for moré 
than two levels. 
RETRORATING 

guarding a-caged Donkey — 
Kong at one.end of the-— - 
‘screen. You_control DK Jnr, = 

~ dodging the jungle wildlife to ~ 
find keys to the cage‘and so—~ 
set your-dad-free, The «———~- 
graphics look quite impressive 
even today, and the machine 
itself is stilthandsorme 

47% 

TROPICAL FISH 
GAME & WATCH 
There can‘t-be many- gamers 
in-their twenties who haven't 

éncountered a Nintendo. 
Game & Watch. enough tosit ~~ = aes 

_ During the-early *80s- alongside your N64. a 
Nintendo dominated ‘RETRORATING _ 83% ; 
the handheld market, 5 i 
thanks to theirown _- Intrigued? Jason puts 0 
Donkey..Kong licence and —_ together the excellent = —_ 
the-vast-variety-of- 
machines they did; 
Tropical Fish-uses the 

“basic -single-screen format. 

~Retrogames fanzine, and 
maintains-an-Aladdin's cave-~ 
of obsolete (sorry, ‘classic’) - 
gaming technology. You cant 

_Released“in 1985, it has~ “contact him at: ~~ reaps 
you holding a fish bowl: __ Retrogames, i 
On either side of-the-screen _ 61 Baccara-Grove; 

are-fish-tanks-which your fish Bletchley, - 
seem intent on jumping-out Milton Keynes, MK2 3AS. 
of. It's. your a s Sposa 
job-to catch 5 ~ a 

the bowl, 
which they 
then jump 
out of —— 

into-the-— 

screen.-Okay,-so it's not 
exactly Super Mario-64, but 
it’s fun nonetheless. Ithas ~ 
turned me-off keeping 
fish, however. 
RETRORATING 

60% 

DONKEY KONG JNR 
TABLE TOP —-- -- 
Hf--told-you that Nintendo 
~were-producing full-colour 

LCD games six 
“=. years before ~ 

the invention of 
_the Game Boy, 
you'd _probably- 
thinking i'd 
been 

insides-of 
a burst | 
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t can't have escaped your 
notice that Britain has a new 
government at the helm. And 
endless hours of television 

and radio airtime, along with 
ceaseless pages of newsprint, have 
been devoted to analysing what 
Labour means for Britain. What 
seems to have been overlooked, 
however, is what Labour means for 

Nintendo 64 gaming. 
It turns out that David Blunkett, 

our new Secretary of State for 
Education, addressed this very issue 
at a conference in London this 
January. “Information technology," 

New Goods 

SFX 64 UNIVERSAL 

ed? 

he told delegates, “must be an 
opportunity for the many and not 
merely the few." A corker of a 
sound bite, we're sure you'll agree. 

“Games consoles already exist 
in many homes throughout the 
UK," he continued. “The 
production of educational material 
for the games console will give all 
those homes access to such 
material as well as games. In doing 
so, it will offer access to educational 
software to families who are unable 
to afford a PC." Or who can't get 
theirs to work. What can he mean? 

“Above all," Mr Blunkett went 

on, “I want to stress the 
importance of reducing the divide 
which sees some playing games 
while others are developing skills 
that will equip them for the 21st 
Century. Without sounding too 
much like a killjoy, by developing 
educational software for a console, 
we can give more children access 
to educational programmes, as well 
as games.” 

So there we are. If parliament 
approves, it looks like we could be 
seeing the return of ‘improving’ 
Nintendo carts like Mario Goes 
Missing and Mario Paint. Corks. 

GAME KILLER 
Datel ¢ 01785 810810 « £30 ADAPTOR V2.0 

Blaze * 01302 751428 ¢ £15 

to run on a standard PAL machine, with the import cart 

help you with, unfortunately - Nintendo's engineers are 

every other cart we plugged into it, including a Japanese 

The games look and play just as they do on an NTSC 
machine — there're none of the ‘ghosting’ problems 

to be that Mario Kart ran manically quickly, but that can 
only add to the challenge. Nintendo will never 
speak to you again if you slot one of 
these into your N64, of course, but if 
you've already exhausted the 
possibilities of the UK's meagre 
selection of official releases then this is 
your only option. 

The ‘V2.0' indicates that this, at last, is the adaptor we've 
been waiting for. It allows games from Japan and America 

plugging into the top and a UK cart plugging into the rear 
to override the N64's security system. And it works. With 
most games, at least. Wave Race 64 and Starfox 64 it can't 

clearly going to fight these things all the way — but it ran 

Human Grand Prix, a US Mario Kart 64, a US Blast Corps, 
a Japanese Perfect Striker and a Hong Kong Pilotwings 64. 

reported with earlier adaptors. The only side effect seemed 

If, having forked out £60 for a new N64 game, you decide 
you simply can't be bothered to play it, Datel's aptly named 
Game Killer could be the ideal solution. Covertly writing 
data to carts’ back-up chips, it offers the facility to, for 
example, fill in all the gold medals on Pilotwings, so you 
can access the extra levels without having to bother playing 
the standard ones. Or it'll give you all the stars on Mario 
without you actually having to collect them. Or it'll give you 
all the Challenge Points on Shadows of the Empire. There 
are also similar ‘cheats’ for Mario Kart 64, Wave Race 64 
and Cruis'n USA, and Datel promise add-on cards that'll 
have a similarly devastating effect on other games. 

Datel’s N64 Pro Action Replay, due for release in 
August, ought to offer a lighter-handed substitute for 
game-playing skills, but in the meantime this at least 
appears to do everything it promises. How good 
a thing that is, is up to you to judge. 
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sweat- 

popping 
first- 
person 
le) FERIA e 
get the 
N64 
CTT 
aerial evils 
ale 
month, 
but move 
on in and 
ol Mitte! 

tons of 
new shots 
TT : 
Bomberman, ° 
Soccer 64 
and MK4 
among 
usu 
Read on... 

If there's one thing that makes life worth living, it's 
taking to a hell-load of beasts with a fifteen-barrelled 
shotgun. In full 64-bit. Which means this little lot 
should well and truly whet the appetite... 

GOLDENEYE 007 

vanes ee a lee |e 
Cm eC iy4 
EC 

entertaining 
Blast Corps, Rare 

ELM ola alr NUT ae iE Wa Ua 
NT au cau em om LCL bY 
scrumptious GoldenEye 
007. Way off schedule it 
may be, but this twist on the 
much-trampled Doom genre 
PE Cem eMC lahy 
CUE Um el ioe 

The control method is 
more akin to the freedom- 
friendly Turok than the 
narrow, more limited Doom 
64, with Bond able to fire his 
various weapons up, down 
and at any angle. The 
analogue stick also produces 
EU oyd Ulm cree 1am tal 
power of your directional 
pushes producing different 
levels of noise. Steam full 
ahead and the echo of your 
footsteps will ring out, 
alerting enemies to your 
(LKR SMALL coma T cole y oa 
corridors and you can spring 
surprise attacks on 
opponents thanks to your 
mouse-like movement. 

Realism is particularly 

important in GoldenEye. 
Firstly, Bond can only hold 
carry two weapons at once 
(one in each hand) so, unlike 
with other first-person 
blasters, a bit more of the old 
noggin is needed to cope 
Viana Unt aa) ROCF 

Secondly, shooting an 
Taal am saree (<e4N VTL eeS LL) 
Lune ar eme ACC 
than if you shot them, say, 
in the arm. The post-bullet 
histrionics are thus all 
nicely varied. 

Thirdly, every level has 
been adapted from the 
original film and the actors 
involved have all been given 
a polygonal makeover. This 
means that every 
environment and main 
character contained in the 
game looks and moves like 
its celluloid counterpart. 

Leite arto WVCc) rei a 
levels there'll also be secret 
sections dedicated to the 
more famous Bond villians. 
Yc ccoeiorol itm Com oom ec LGUaF aa 001 
advantage of the licence. 

With weapons ranging 
from Rocket Launchers to 

/| 
IN 

Stun Guns, and the promise 
of a veritable shop of 
gadgetry, GoldenEye 007 is 
shaping up to be a 
thoroughly superb shooter. 

ah ee 
. ™ ee “Avg 

A 

bs 
AN 

TNA une eos 
GoldenEye 007 are fairly 
rac eorLe (OME AG 
ete me 

Pea a SL LLY 
changed beyond compare. 
WL AUT eee 
will appear at E3 in June. 
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Likely to be a fairly close 
“ ey 7 conversion of the PC 

on aft fy OTE Lamm SoM aad 
that Turok sparkle... 

a oa - 

BE ee a Pith ...in which case, the four- 
= y," PEM Mm ULL VULLM Lees 

Ne ek’ B mek exten ETP 

be oe 
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HEXEN 64 

isa ies 
he closest to 

~ completion of all 
iar emo 

—— first-person 
shooters is Hexen, an 
FUE Uee Ee mel me McA 
and Mancunian brain- 
ECU LeL LC 
Creations’ talents. And it's a 
straight conversion of the 
31-levelled medieval 
ie Cm ee 
stormed the PC a while 
eo em Cem ame A) 
in America, though, follows 
a PlayStation version that 
combined cardboard-style 
monsters, mosaic-like 

pixellation and a struggling, 
chugging game engine to 
horrendously bad effect. So 
the fervour surrounding this 
post-Doom 64 release has 
PME em Ee 

* FA aa 2 Sa Pe ~ 
Fs —s 

yy 

The boss-beasts in Hexen 
OSS OSe MMOLE UI 
rela DeLee 

The mist effects make for Pa 
a hugely atmospheric 
acta la lela 

But its American 
publishers, GT, are quick to trumpet the 
virtues of this N64 take, especially the fact 
that it's the first four-way, split-screen shooter 
of its kind. The replacement for the wildly- 
adored network Deathmatch provides the 
player with a Mario-Kart-style approach to 
corridor-traipsing with slowdown, apparently, 
at a minimum. And strategy levels have been 
cranked up to compensate for your being 
able to peer over your opponent's shoulder at 
Ela 

For anyone uninitiated into the Hexen 

world, the player is given the opportunity to 
take on the guise of either a Mage, a Cleric 
or a Warrior in order to defeat the evil 
forces of the snappily-monickered D-Sparil 
and his legions of the undead. Guns are 
nowhere to be found, replaced by a 
combination of medieval weaponry and 
spells. Key collection is a must, and up to 12 
weapons are gradually garnered over the 
course of the game. 

Likely to be of great interest, then, and 
reviewed on American import next month. 

we made Doom 64 and we know 
— even more now,” you'd expect 

their November-bound N64 rendition of the 
PC smash Quake to get a Doom-style rejig. 
But it won't. Instead, Quake 64 will be a 
dela els eel Om ELM LL aa ZL 
extra graphical effects including water 
transparency and re-coloured shadows. 

An all-new soundtrack — compiled in- 
house — will also grace the demonic 
proceedings. But the seven weapons from the 
Guo) aaarcUM Kcr UM aa TCT em WTA Ca 
double-barrelled shotgun, lightning rod, 
missile launcher, nail gun and grenade 
launcher among them. The potential for limb 
extraction is, therefore, pretty high. 

A lazy conversion, perhaps, but one 
that's likely to gather itself a Pope-like 
following in the coming months. 

onsidering Midway told our man 
-— in America, “We knew a lot when 

Ss i ie 
+ 

=e > Td OV UTelrd) 
= Fo a a a direct 

” PC port, 
9 3 this could 

ae Vom kel Gs) 
b a i : ‘ a worthy * 

- = rival to ~ 
é > ta | Turok. = 2 

sis hi oo mil WO (MBean B35 Oo a: a Ce a) 

TRV IKe LS) 
throughout are 
beautifully scribbled. 

Thunderous skies and wale- > 

warbling nasties give Quake 
that deep, dank, dark feel. 
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he most 
disappointing 
news over the 
past thirty days 

were the rumours suggesting 
that Wild Choppers - the first 
64-bit DesertJungle/Urban 
Strike wannabe - may well 
be getting the old hack from 
developers Seta. 

ake Meso ] 
ESET Tt aera 

oad 

A Rumours of this being 
Cm Nee) 

will disappoint those 
looking forward to the 
N64's first copter sim. 

Hudson Pla 
some Fatball 
SOCCER 64 

WILD CHOPPERS 

? 

Apparently, despite these 
gorgeous screenshots, Seta's 
effort isn't coming up to 
scratch, and to save on us 
savage critics giving it a solid 
shoe to the rotor blade, the 
company may well hide the 
whole sorry tale deep in a big 
locked cupboard very, very 
far away. 

More concrete news is 
expected next month, 
although at the time of us 
shooting off to the printers, 
Seta had neither confirmed or 
denied ANYTHING. Ha! But, 

be sure we'll discover what in 
the name of Nick Witchell’s 
going on before anyone else. 
If anything at all is going on 
in the first place. Hmm? 

Ithough shots 
have been 
readily sat 
waiting, Hudson 

are keeping tight-of-mouth 
regarding the specifics of 
their autumn-scheduled 
football game. 

However, what's obvious, 
is that the pie-conscious 
players made famous by such 
glorious SNES outings as 
Super Soccer are returning. 
And now that they have the 
obligatory J-League licence to 
back their cause, the 
developers have been able to 
introduce real stadiums and 
real players names. 

Certainly, it looks 
entertaining enough but, after 
the beauty of /SS64’'s motion- 
capture, will the football- 

following world really be 
ready for 22 ball-kicking 
Bernard Mannings? Mmm... 

Choppers for 
the Cho 

EXTREME G 
Pictures of Acclaim’s 
summer-bound Wipeout- 
beater have, again, 
leaked themselves our 
way. Acclaim are trying 
to keep schtum but, after 
some scurrying around, 
N64 managed to find 
further proof of the 
potential of Probe’s 
futuristic racer... 
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he arcade version 
of Mortal Kombat 
4 is expected in 
June, but an N64 

version won't be ready until 
the winter. That's according 
to Ed Boon, who's busy at 
work on the latest entry in 
the series. 

However, the game 
sounds hugely promising: the 
lightweight babalities and 
friendships have been done 
away with to give MK4 a 
harsher, darker feel, and a 
selection of older statesmen 
such as man-of-the-moment 
Sub Zero, insect-freak 

MORTAL emeeee 4 

Midway Reveal 4 
MK Myths 
MORTAL KOMBAT fA kdemhidaead 

el 
urther details of the 
forthcoming Mortal 
Kombat 
Mythologies: Sub 

Zero have emerged, putting 
paid to rumours of it being 
an RPG. As revealed in last 
month's N64, the game is 
actually an action adventure 
with Sub Zero taking on 
legions of Final Fight-style 
opponents in a story set 
before the first Mortal 
Kombat game but with links 
to the up-and-coming MK4. 

Developer John Tobias 
says MK Mythologies won't 

OUR 
screenshots it's 
Cie mena | 
which way 
Mythologies is 
going but lush 
BIPM VoLe- le) 
EM ie mell 
MK characters, 

mela 
give followers 
ete 
to look 
forward to. 

Scorpion and the ever 
lovely Sonya Blade will 
be joined by a cast of 
completely new 
characters. Indeed, the 
fighter list may now 
run to as many as 15. 
The switch to 3D, 
according to Boon, is 
‘complex’, but his 
intentions are to 
enable veterans of the 
series to enjoy it as 
much as newcomers, 
so lushly created visuals will 
only be allowed to flourish if 
the game plays well in the 
first place. 

Sd A Rar od 
Raiden, in full 3D glory. 
The transformation will 
shock but prove bee- 
yoo-tiful eye-candy. 

eT 
introduced 
Ee) 2 
fire camera 
movement 
UT eX) 
his cobweb- 
laden hovel. 

Whatever the outcome, 
fans of the Mortal Kombat 
games have a reason to be 
very, very excited... 

actually include a wide 
variety of fatalities but, 
instead, will concentrate on 
turning Sub Zero into a 
walking, climbing, puzzling 
adventurer in a marriage of 
2D environments and 3D 
characters. He also hinted 
that, come next year, a 
sequel could be in 
production starring another 
Mortal Kombat fighter, if 

Sub Zero proves a success. 
The game is expected 

in America around autumn 
time, and we'll have more 
in a couple of months. 
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oasting five racing 
modes - Arcade, 
Tournament, 
Championship, 

Time Trial and, apparently, a 
‘secret’ option — four high 
performance cars (including, 

naturally, the Lamborghini 
Diablo) and a wealth of slick 
graphical touches, 
Lamborghini 64 will do for 
Nintendo's machine what 
Ridge Racer did for the 
PlayStation. If Titus are to be 
believed, anyway. 

Speed-wise, it's lightning 
fast with the analogue stick 
used uniquely to bring about 
accelerating and braking. 
Push forward and your sleek, 

mechanical montser will soar 
into the sunset. Push back 
and you'll avoid the clutter of 
a siding or off-road bank. 

The visuals are 
beautifully realised, with pop- 
up kept to a minimum - at 
least in the few levels we 
were lucky enough to see — 
and the environments 
ranging from the 
tumbleweed-littered desert 
roads to deep mid-country 
ravines. Lens flares and water 
transparencies will also aid 
the game in its quest for 
detailed, lushly created 
racing arenas. 

To add variety and 
authenticity, there'll also be 

an opportunity to look under 
the bonnet of your Diablo (or 
other, yet to be announced, 
vehicles) in an attempt to 
address problems that may 
arise in races. Improvements, 
of course, cost money so in 
order to make repairs you 
have to win races. 

From a company who 
made and passed Prince of 
Persia 2 you'd expect 
something less than great but 
these screenshots and early 
American word would 
suggest we're all in for a bit 
of a treat. And with rallying 
competition hotting up, 
summer racing is going to 
packed full of choice. 

_ The Big Stakes 
> 

Castlevania comes to the N64 via 
this Tokyo Game Show video. The 
sequence may well have been 

fter Dracula X 
wowed 
audiences on the 
aE Neel mudi 

its super-slick stake- 
wielding, Konami let loose 

their N64 incarnation — 
provisionally titled Dracula 
ce] oR mime) oem eri 
Sule) A Cr MEU e on 
considerably moist of brow. 

Thirty seconds was all 
that was managed but the 
sequence — an intro, more 
than anything, with snippets 

perhaps, to be potential in- 
game action — showed 
Castlevania stalwart, Simon 
Belmont, sorting out the 
men from the boys with a 
variety of shotgun/stake- 
related skeleton- 
slaughtering. A young lass 
also made an appearance 
although quite what part 
she'll play, or even her 
monicker, remains a mystery. 

The game, sadly, won't 
Ele olr-lmv lal col Mal KeM Acai 
year but, nevertheless, it's 

id V9 LANV1d 
ae 

SMIIA 

specially created for the show, but 
Tee Meee UR eka from what would appear, going to be a bit special. 

éo! 

GO! 
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being able to have a proper swordfight with him! 
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No, I'm sorry, it's just all 

too spooky for words 
Look at those eyes! 

UE oa Le) 
predecessors there's plenty 

V of combat in Zelda 64. 
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rs <{ Tomb Raider 64? Look no 
further than this. 

Will the fighting be linked 
to puzzle-solving like 
before (doors not opening 
until you've defeated 
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The helpful fairies return ao 
in Zelda 64. But can you 
catch them in a bottle? 
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Zelda goes all out for the 
toppest lighting effects in 
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Hottest news of the month has to be that top 
Japanese developers Quest are developing the next 
chapter in their SNES SLG (that's a cross between a 
wargame and an RPG) Ogre series for the N64, 
despite Square trying to nick their programming 
ie m CMe Ne CLy A Eeeme im ee VAC eOnmA A 
can only hope that it gets here a bit quicker than the 
last installment. Tactics Ogre (right) nearly won an 
award for most delayed SNES game ever. More news 
filament 
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FLY Uy 
to the 
ground 

Pee WR eae Wy Se or Iguana, 1997 looks like being a busy Tomb Raider 64, it would seem, is 
prea wm me ce year. With their wallets copiously filled very much on. Nintendo are 

by Turok, time is being spent on two currently holding talks with Derby's 
titles. The first, as mentioned very own Core Design about the 

elsewhere, is the follow-up to said dinosaur possibility of bringing Lara's 
basher and the second, likely to be the first of obscenely good adventures to the 
the two to see the light of day, is a super-slick N64. When contacted, Core could 
take on American Football. only just about manage a “No 

Quarterback Club '98 — benefiting from a (ololanlan( 14) MPRA AIM NVOLE] (OOF 42-9 
licence — boasts exact interpretations of stadia that things are hopefully coming 
and players (right down to the facial features... up to speed. 
apparently) and will also deal in transfers, So, too, is Pandemonium 2. 

salaries, a veritable shop of Last year's PlayStation romp had 
tactics and a ‘create’ option that many reviewers dribbling like fools 
allows players to build their very (although James, who played it to 
own teams from scratch. death, was slightly less enamoured, 

It's graphically stunning — calling it “a load of old dog's 
up close the detail is quite B$£@!?s"). Crystal Dynamics are 

DNA breathtaking — and boasts the currently developing an N64 
fea = vocal prowess of “much-loved” version, which will be ready later in 

commentator Marv Albert. The the year. t ing " ez rere : 
pee, a : 2 game only needs to play right The biggest question, though, 
ome =a : CE a ae and it's likely to guarantee the is whether Sony-followers Namco 
N64. ae an oo ae Texan developers another will be bringing Tekken 3 to 

z = bumper pay day. Nintendo's machine. Last month it 
seemed off, but this month it 
would appear very much on again 

z with Namco refusing to deny 
Ek tre " *, anything, including the possibility 

Mi a of them using the 64DD in 

Date Baku! [ ate Baku: 
conjunction with the game. 

AN de) BOMBERMAN 

Eley Ul mel AVA el lee WiC 
ain have also decided that the 
Pitta mm tal mel celmel mal ReLNA 

and have announced Art of 
Fighting Twin, a seemingly Jap- 
only offering boasting unusually- 
sized characters and a building-full 
of special moves. 

Silken moves are also very 
much part of Ocean's newest urther screenshots may well that there isn't actually any release 

have emanated from date. At all. For today, anyway. bi commeeWa(oleleeel area ey (ECR (-1m co 
Hudson's water-tight HQ, In one-player mode it would be named but boasting a game 
this month, but the company _ appear there are huge bosses to Taya aml. KOM MT MACOS. 

themselves seem unsure of exactly contend with, suggesting the game impressive Sega arcader, Virtua 
when we're likely to experience the takes its inspiration from the SNES Striker 2. The whole project is still 
N64's very first bomb-fest. original. In fact, none of the shots shrouded in cloak-like secrecy, but 

Our Japanese correspondent tells currently available are of the multi- is expected to see a release in the 
us things aren't exactly set in stone in player game, meaning things are still Ta nalelal dase al pd mn 2-8 
at Hudsonsoft's headquarters in pretty much under wraps in that C@Co ate a lay tar-l Co) ome ANG 
Japan, with the company's central department. A static, single screen — commented “It's expensive to 
office suggesting a new release date but in 3D — would seem most likely produce carts, so you can’t push 
almost every day before admitting for that mode. out bad games,” you'd expect their 

Extreme G sister-project, Ultra 
Soccer, to be something worth 
having a gander at. The lack of a 
publisher willing to publish the 
game might suggest otherwise, 
though. However, they may have 
more luck if — as expected — they 
convert Tecmo's arcade fighting- 
fest Dead or Alive for the N64. 



Ci Aha 
The latest information on every Nintendo 64 game 

currently in development world-wide, updated OnE. 
Game name Publsher Type lountey Game name Publis ype Country 

30_| Space Time Soldier Turok Acclaim SHT JPN Human Wrestling Human SPT JPN 
30_| Wild Choppers Seta SHT JPN Ikazuchi no Goto Ku Seta TAB JPN 
30 | War Gods Midwa' FGT US Jeopard Gametek PUZ US 
mid | Super Real Island Seta = JPN Ken Griffey Jr Baseball Nintendo SPT US 

Blade & Barrel Kemco SHT JPN Legend of Zelda 64 Nintendo RPG JPN 
Jun Loderunner 64 Bandai ACT JPN 
1 Dark Rift Vic Tokai FGT US Mace: The Dark Age Atari FGT US 
6 | Hexen 64 GT SHT US MK Mythologies: Sub Zero | Midway RPG US 
14 | Shadows of the Empire Nintendo SHT JPN Namco Baseball Namco SPT JPN 
24 | GoldenEye 007 Nintendo ACT JPN Panchinko World 64 Shoei ECT JPN 
27 _| Go Go!! Troublemakers Enix ACT JPN Pebble Beach Golf Links T&E SPT JPN 
30 | Star Fox 64 Nintendo SHT US Professional Mah Jong Athena TAB JPN 
end] 64 Ozumo Bottom Up SPT JPN Rebel Moon Rising Midway = US/UK 

Clayfighter 63 1/3 Interplay FGT US Saikyo Habu Shogi Seta TAB JPN 
ISS 64 Konami SPT UK San Francisco Rush Midway RAC US 
Mario Kart 64 Nintendo RAC UK Super Robot Spirits Banpresto SLG JPN 
Robotron X Williams SHT us Tetrishere H20 PUZ US 
The Mah Jong Video System TAB JPN Tokon Road Hudson SPT JPN 

Top Gear Rall Kemco RAC JPN 
1 Robotech: Crystal Dreams Gametek SHT US/UK Ultimate Racer Acclaim RAC US 

Morita Shogi 64 Seta TAB JAP Ultra Combat GT = Us 
___| Multi-Racing Championship | _Imagineer RAC JPN Wet Corpse Vic Tokai = JPN 

Rev Limit Seta RAC JPN Wheel of Fortune Gametek PUZ Us 
Sonic Wings Assault Video System SHT JPN | — | World Championship Wrestling THQ SPT US 

XSW-1 Video Sys - JPN 
Mah Jong Diary Classic Imagineer TAB JPN 3-D Shooting* Video Sys = JPN 
Blast Corps Nintendo SHT UK 
Human Grand Prix Human RAC JPN early | Centipede xX Midway SHT US 
Star Fox 64 Nintendo SHT UK | spr [Jungle Emperor Leo Nintendo = JPN 

Jurassic Park 2 Dreamworks = US 
Aero Gauge ASCII RAC JPN Quest for Camelot Titus | = Us 
ED Ubi Soft - US 
Mission: Impossible Ocean ACT US/UK/JPN Battle Dancers Konami FGT JPN/US/UK 
Lamborghini 64 Titus RAC US Buggie Boogie Nintendo t RAC JPN 

Cavalry Battle 3000 JSS RAC JPN 
Multi Racing Championship | Ocean RAC UK Climber Nintendo - JPN 
Mission: Impossible Ocean ACT US/UK Creator Nintendo TAB JPN 

Cu-On-Pa T&E Soft JPN 
__| Chameleon Twist JSS ACT JPN Daikatana lon Storm SHT JPN 

Final Doom 2 GT SHT US Dracula 3D (Castlevania 64)| Konami ACT JPN/US/UK 

Joust X Midway STICK US _| F-Zero 64 Nintendo 
NFL Quaterback Acclaim SPT US Freak Boy Virgin 

Jack and the Beanstalk Nintendo = JPN 
Biofreaks Midway - us Kindaichi's Accident File Hudson = JPN 

___| Hyper Oympics Konami SPT JPN Kirby's Air Ride Nintendo RAC JPN 
Mother 3 Nintendo 

sum| 3D Fighting Imagineer FGT JPN NBA In the Zone ‘98 Konami 
sum| Baku Bomberman Hudson ACT JPN New Japan Pro Wrestling JPN 
sum| Flying Dragon Twin Fist Culture Brain FCT JPN Power League 64 JPN 
sum| Ganbare Goemon 5 Konami ACT/RPG JPN Quake 64 US/UK 
sum| Holy Magic Century Eltale Imagineer RPG JPN Silicon Valle ACT US/UK 
sum| J-League Beat 11 1997 Hudson SPT JPN Super Mario RPG 2 Nintendo JPN 
sum| Reason Imagineer = JPN Tonic Trouble Ubi Soft - US 
aut | J-League Dynamite Soccer Imagineer SPT JPN Turrican 64 Factor 5 SHT US 
aut | Sim City 2000 Imagineer SLG JPN Ultra Descent Interplay SHT US/UK 
jate| VR Pro Wrestling Asmik FGT JPN VR Baseball Interplay SPT US 

Duke Nukem 3D GT SHT US VR Golf Interpla' SPT US 
__| Attack! Midway - US Yoshi's Island 64 Nintendo JPN 

Body Harvest Nintendo SHT JPN | * working title 
Dead Ahead Optical - JPN 
Dual Heroes Hudson FGT JPN 

__| Extreme G Acclaim RAC US 
F Thomas ‘Big Hurt’ Baseball | Acclaim SPT US 
Final Round = Konami SPT JPN SPORT ae 
Flight Simulator* Video System SHT JPN BOARD GAME | | MISCELLANEOUS | 
Golf Nintendo SPT JPN 

TOP 5 F-'|TOP 5 =|TOP 5 «, 
THE UK “zai | IN JAPAN IMPORTS 

SUPER MARIO 64 STARFOX 64 MARIO KART 64 STAR FOX 64 

WAVE RACE 64 POWER PRO BASEBALL 4 
TUROK: DINOSAUR 
HUNTER 

BLAST CORPS 

TUROK: DINOSAUR 
HUNTER BLASTDOZER WAVE RACE 64 WAVE RACE 64 

FIFA 64 MARIO KART 64 MARIO 64 MARIO KART 64 

SHADOWS OF THE 
EMPIRE 

ee Ue PERFECT 
Str 

SHADOWS OF THE 
EMPIRE 

TUROK: DINOSAUR 
HUNTER 

Eager Waiting 
Which new Nin do 64 games 
are we most looking forward to? 

el 
corey) 

The Leg: 
Ca eT 
Nintendo 
Loa rN 

Go Go!! 
Brey) 
tue a leo 
epee 
Japan 

Super 
Mario 
Liter 
Nintendo 
Release TBA 

Certs EU 
64 
Dene ui 
SECT) 

OTE ta 
Release TBA 

Nintendo 
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64 
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in Japan 

F-Zero 
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master work, Starfox 
64, has hit the stores! 
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SUPER MARIO 64 
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Nita molec mea Reel 
great hit, the Game Boy Pocket 
iri <i Maree eelEs mom cme NELe MA Te) 
new colours — gold and pink — will 
soon be selling at stores. The gold 
was previously a limited edition, 
only sold at Toys R Us stores last 
November, but demand from 
players has now made it available 
to all. The new gold Game Boy is 
in stores now, costing ¥7,800. The 
pink one will be out on July 11th, 
at ¥6,800. 

NVdVf IwWvV9 79 LINVId 

Do you like horse-racing? Do you 
still have a SNES? Then here's 
some good news. You can bet on 
horse-racing in your own 
bedroom. Japan Racing 
Association JRA), which manages 
major horse-racing in Japan, has 
developed a system of betting 
using a SNES, similar to a system 

that was previously available on 
the NES. To do this you'll need to 
connect your SNES to the 
telephone line by buying a modem 
and a special cartridge for it. 

Kazutoshi lida, creator of the 
PlayStation games Aquanaut 
Holiday and Taiyou-no-shipo 
(meaning “A Tale of the Sun"), 

announced at the Tokyo Game 
Show Creator's Conference that 
he's working on a new N64 game. 
He said, “It's a secret plan. | can't 
reveal details, but the game mood 
is an establishment of time and 
space. I'll make it with the aim of 
releasing it at the end of next 
year." This title may be developed 
for the 64DD disc system. 
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MAGAZINE 

The finest football game sil 
in existence - that's He i= gt pose th sh 5 
what we reckon. Peer | Ba Py a 

ISS64 is good ; Sanna 7 we 
enough to win the 
League, the Coke 
and FA cups, and 
still finish off the 
Germans 5-nil in 
Munich. 

30 
i= 

INTER) yn NAL 

$0 rs ‘4 

Time for some 
giant robots, 
an evil chimp 
UC Re eel 

Saucers 



Mm Celie Mel Colt 
game on the world’s 
newest console. 
Slugging it out with the 
cyberdemons, our 
blood-soaked review 
starts on page 52. (It 
com a) Foal 
Pale <o-99) 

Ul ua EUB Caer Ce MOLE mem (rectly 
needs", thought the Japanese developers of Mah Jong 
64. “Let's do one!" So they did and here it is. 

TEC Mac Oe mS Cem A CULM COM Cure eL Cord 59) 
Then turn to page 59. 

We play all new Nintendo 64 games thoroughly and, 
if they're really great, we'll play them through to the 
end before arriving at a verdict. Our scores are 
considered carefully, taking into account the high 
cost of Nintendo games and the incredible 
capabilities of the N64. Here's how it works: 

and above 

“THOSE CATEGORIES EXPLAINED 
The N64 can produce graphics undreamt 
of before its arrival, and our ‘Visuals’ 9 VISUALS 
category takes this into account. 

Has it got good noises in? And is the 
music good? Or just annoying? These 
things matter, they really do 

How well does the game make use of 
the N64's amazing hardware? A Mario- 
beater? Or just a PlayStation port? 

Japanese and American games 
can only be obtained through 
specialist importers, and won't 

work on UK Né4s. To play them 
you'll either need a Japanese or 
American machine, a modified UK 

iN Tec elm mela clit eer eee elas! 
review of this special cart and its And the big mark at the end is 

known incompatibilities, turn to essentially a measure of how much fun 3 DICT 

our news section, Planet 64 you're likely to get out of the game 

It may look great, and sound brilliant, 
but will you finish it in five minutes and b°] LIFESPAN 
never want to play it again? 
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International Superstar Soccer 64 
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THEY THINK IT’S 
YELL OVER 
Gone is the rambling 
Japanese commentator 
of Perfect Striker, who 
yelped such wonderful 
soundbites as “He 
loves iti” and “I feel 
like Chicken Tonight!” 
(or, at least, something 
similar) and, for the 
purposes of an English- 
speaking European 
audience, in comes a 
bloke. An actor, 
actually. Gavin 
Robertson. Anyway, 
he's not half bad, in a 
sub-Barry Davies kind 
of way, and keeps 
proceedings chugging 
along at a fair old rate. 
And the sound 
generally is hugely 
impressive, with 
Konami's RSS crowd 
sounds and the 
commentary 
responding exactly to 
the action on the field. 
And at least, unlike the 
PlayStation's /SS Pro, 
this word-warbler 
doesn't annoy you by 
bleeting rubbish like 
“My gran could have 
got to that...” 

CONTROLLING YOURSELF 
ISS64 boasts some of the finest, most intuitive controls imaginable. However, to achieve 
that ever-elusive ‘Total Football’ feel, there are a number of more difficult manoeuvres to 
master. Here, then, is the definitive guide — in 21 steps — to achieving Pele-like 
performances from your eleven stadium warriors... 

All 
[atl 

ah 

A Button 
[2] Short Pass: Knocks the ball to 
another player's feet. Also allows for 
the Brazilian-style ball-gliding beauty 
of first-time football. Splendid. 

Si 

or) 
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[3] Charge: Can be used to shoulder- 
charge opponents if they enter the the 
penalty area. 
[4] Save: At penalties, you take full 
responsibility for your goalkeeper. Use 
the A Button and the analogue stick 
for Seaman-style triumph. 
[5] Short Throws: Allows keepers 
to do a short throw to the nearest 
defender, for a great deal of from-the- 
back football. 

wpe ae on 
q | 

4 Pherson 

B Button 

Analogue Stick 
[1] Dribble: Enables your player to sweat close control from 
every pore. Opponents will stick a foot in and win the ball if 
your toes lack that certain twinkle, but the response of the 
stick to your every caress is remarkably done. Gazza-like 
dissections of the defence are all-too-possible, and, as you gain 
experience, can more easily be worked. 

[6] Long Ball: Benefits those in search 
of a quick end-to-end attack. The longer 
you hold it, the more powerful the pitch- 
length ball. 

[7] Shoot: Once 
into the magical 
far-off-land that is 
the penalty area, 
tap the B Button in 
an effort to make 
the headlines. 
[8] Header: At 
corners, swing one 
into the area and 
your player can 
make contact via a 
continued stab of 
the button. 
[9] Overhead 
Kick: Align 
yourself with a 
cross/corner, make 
sure your back is to 
the goal, and jab at 

ce ft 

the B Button. Will impress the ladies. 
[10] Dummy: Sell your opponent a 
dummy by rapidly hitting the B button 
when running. Takes some practice, but 
proves eminently helpful. 

* [11] Foot-In Tackle: Lacks the refined 
%) beauty of a successful sliding tackle, but 

pleases referees in a packed penalty area. 
[12] Corner Kick: Sends a low ball into 
the area in search of a toe poke or lucky 
ricochet. Not accurate, certainly, but 
pleasantly rewarding. 

SN Tar 

Chatillo 



Left C Button [14] Defensive Header: |f an opponent 
curls in a corner or lofts one into the area, 

[13] Lob: Cross-field or down the line, tap at Left C to clear the danger. 
the lob is a necessary addition to your [15] Sliding Tackle: Risky, especially in 

dangerous areas, but hold down the Left C 
and you can gain possession in the most ert) Me me Me = IAT, Bs Ae 

am useful of positions. 
eae [16] Airborne One-Two: Lob a ball to 

a forward player and, by tapping Left C, 
that player can knock off 
a ball for you. Lovely. 

S| [17] Corner Kick: 
te Gives corner kicks ‘flight’, 
~— as opposed to the B 

a6 Button's low drive. Handy 
x for six yard box headers. 

Pan [18] Short Throw: 
Useful if you're chasing a 
lead or in need of a quick 
attack. Like all throw-ins, 
though, easily read by 
opponents. 

repertoire. Requires 
timing, but ere a 
brilliantly useful. 

Right C Button 
[19] One-Two: You know your football has reached considerable proportions when this 
ground-based one-two works itself out. Hard to judge, as your runner doesn't always, 
well, run, leaving the ball to trickle forward into space with no second player within 
yards. Still, a warm feeling enters your bones when you finally produce an utterly 
wunderbar end result. 

Top C Button 
[20] Through Ball: A stroke of genius. The inclusion of a through ball not 
only allows for defence-slicing forward passes, but means that in the midsts of 
a midfield battle for supremacy there's always the chance to open up 

proceedings with a tap of Top C. 
20 | eu ec) Jabbing at the button can also produce 

a accurate square passes. Wonderful. 

[21] Dash: Anyone familiar with /SSD on the SNES will recall the ‘dash’ option 
with fond memories. Its uses are endless, and often mean the difference 
between catching that broken-free attacker or watching him waltz on towards 
post-goal celebrations. Here, with the added 
beauty of motion-capture, the players ; I 

ee 

Pach ase be KC Se = 
fia Bron KOM gH) 

hunch and scurry for their lives. ae 

TOWLE. 

a 

rach 3 = 

vehe EEE ey 
If half time arrives with nary a whimper of a shot, wholesale changes patently need to be rung. And /SS64 
provides ample opportunity for a change of tactical direction... 

Member 
Ue OE ee STE STOO 

SPT XT aT OTA) gk MULL @XS71 (EM Lele (6p 
monickered Member option. Energy bars and 

smiley faces give you an idea of how your squad 
feels the first half went — whereas before the 

match you're only shown the smiley faces - and 
lama MUO eM OOM TU ee 

(Ten Chon 

yar sd) 
This allows for the exact positioning of players as 

well as a choice of up to sixteen formations. 
New, revolutionary playing set-ups can be saved 

onto and loaded from Controller Paks. And 
individual positions, such as the Sweeper and 
AEF ok a ame eM LL Oe Ze) 

idea of what you're doing. Superbly thought-out. 

Strategy - 
If you're intent on getting your tactics spot-on 

then you'll need to back-up your marking, 
formation and positioning with playing strategies. 
And |SS64 allows you to choose up to four from 

a table of nine, including opportunities to perfect 
Counter Attacking or the Offside Trap. Once selected, 
the strategies can be used on-field via the relevant C- 
oT AKeyE 

Marking 
There's always one danger-player on each side, and, 
chances are, he'll have run you ragged in the first half. 
So, naturally, the Marking set-up is best used before 
matches where any of your starting eleven can be put on 
the opposition's better players. Doesn't guarantee instant 
Vaca axa eT me KLOET 
Ravanelli and the like. 

Controller 
Nothing more exciting than options to re-adjust your 
configuration, or switch to a more manual game where 
your nearest available free player is selected by you 
rather than the computer. 

Config 
Tela A MOLL LMC CNA Tee Ue LOT TOLLED 

aE Cg 
(Meta e mM mem ees 
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TRAIL BLAZER 
Everyone wants to take footballing minnows and turn them into world beaters. But, African championship aside, pitting 
South African wits against the best there is would require a Venables-like slice of footballing adeptness. Weaver, 
though, could be the man... 

South 
Africa 
Through 
in Style 
South Africa booked their place in 
the World Cup Finals with a series 
of devastating performances against 
their African counterparts. 
Cameroon were overwhelmed 
home and away, 0-3 and 5-0, with 
South African manager Weaver 
getting his tactics spot on each 
time. Nigeria put up more of a fight 
at home, with the South African 
team only earning full points thanks 
to a late penalty. In Johannesburg, 
however, it was a different story, 
with Carlton proving his current £2 
million asking price and hammering 
home a second half hat-trick. The 
game finished 4-0. 

Carlton opens the scoring in Cameroon 
with a blistering volley from just inside 

Carlton Al | een 

At home to the Cameroons, Carlton and 
South Africa put on a blistering display. 
Five goals could have been many more. 

@ INQ... 

Fs 
an Ts 

Weaver 
Surprised, 
South 
Africa 
Through 

- South African manager Weaver 
admitted to being “thoroughly 
surprised" at his team's unbeaten 
Group Stage performance. 
Denmark (2-1), the Republic of 
Ireland (3-0) and the USA (4-0) 
were all swept aside as South Africa 
— sporting a sweeper system that's 
only conceded one goal in seven 
matches — played some of the best 
football of the tournament so far. 
Their front line, led by the dynamite 
pairing of Carlton and Qubay, 
struck six goals between them to 
take the team's tally to nine goals in 
three matches. 

Much fancied Denmark are swept aside 
2-1 thanks to the clinical finishing of the 
Southern Africans. 

Nee | Oa eneta 

After dispatching the Rep. of Ireland 3- 
0, Manager Tim Weaver called South 
Africa's performance “marvellous”. 

re ono ® 

Carlton 
Strike 
Sinks 
Romania 
Much-fancied Romania were 
knocked out of the World Cup as 
surprise team South Africa glided 
into the Quarter Finals. A first half 
penalty, converted by the masterful 
Audepay, and a blistering 25-yard 
pile driver from Carlton deep into 
injury time completed a brave 
South African come back after their 
conceding an early goal and having 
defender Jamir sent off for a 
professional foul. The match began 
brightly for Romania, with Costan 
opening the scoring after a well 
worked set piece, but South Africa 
always looked dangerous and 
Carlton's goal-of-the-tournament 
contender saw them into the last 
eight, 2-1. 

Se, 
ra Sa 

A tense encounter against the talented 
Romanians was brought to the boil 
when Jamir was sent off for this foul. 

adtias 

But, Carlton (out of picture) hammered 
home a glorious winner to see the 
tournament's surprise team through. 

Welsh 
Demolished 
by South 
African 
Brilliance 
A stroke of tactical magic by 
manager Weaver left Welsh World 
Cup hopes in tatters as South Africa 
triumphed 5-1 in spectacular 
fashion. After a one-sided first half, 
in which midfielder Melville gave 
Wales a 1-0 lead, Weaver took off 
the ineffective Auchoux and put on 
winger Bakubar. The move 
immediately paid off with Bakubar 
crossing for Carlton to level with a 
far post header. Minutes later, 
Bakubar was involved again, 
sending a ball through for Madzipa 
to meet and score. Carlton made it 
3-1 in the 69th minute and then 
Bakubar grabbed the fourth with a 
mazey run and acute angle finish. 
Then, with seconds remaining, 
Bakubar struck again, meeting a 
cross from Carlton and paving the 
way for a famous South African 

= TL \ 

EE a | wenn 

Bakubar wrecked havoc with the frail 
Welsh defence and this run led to 
Carlton's all important equaliser. 

= 1-1 i 
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Ea 

Minutes later, South Africa were in front 
when Madzipa sent a looping header 
over the Welsh keeper into the net. 



Players To Watch 
@ Audepay, Sweeper: In the Beckenbaur mould. Uses every inch 
of the pitch and strides out of the back five at will. 
@ Qubay, Attacking Midfielder: Takes all set pieces and 
possesses a devastating right foot. Can win matches on his 
own, as he's all-too aware. 
@ Carlton, Striker: Highly rated frontman. Plays with top South 
African side Kaiser Chiefs and averages 30 goals a season. 

Seven Goal Thriller Sees South 
Africa Through 
Clinical finishing and suicidal defending 
produced a hugely entertaining semi-final 
between an under-strength England and a 
rampant South Africa. After a slow 
opening half which saw England go 2-0 
up, the Africans played some glorious 
passing football, turning the tables on 
their opponents and coming back to lead 
3-2 thanks to the individual brilliance of 
midfielder Qubay. But, just as South Africa 
looked bound for the final, Morley 
popped up to level at 3-3 and take the 
game into extra time. The extra 30 
minutes, though, were South Africa's, with 
the extra pace of Bakubar producing a 
series of opportunities for Carlton before 
defender Wenry sent them into the final 
with bullet header. 

The impossible became possible yesterday 
as Tim Weaver's South African side lifted 
the World Cup in nail-biting style with a 4- 
3 extra time win against European 
Champions Germany. The Germans were 
always a threat, but the enthusiasm and 
performances of key men Carlton, Qubay 
and Audepay, as well as goalkeeper 
Leonze, contributed to a historic South 
African victory. Weaver's tactical brain was 
again at the forefront as he placed markers 
on all Germany's front players and then 
opted for two match-winning strategies: 
the Offside Trap and Wing Attacks. 
Bakubar played havoc with German 
fullback Muller and provided Carlton with 
his ninth and tenth goals of the 
competition to level proceedings after 
Germany went 2-0 up. But Germany struck 
again through Stranz before Odereggi 
connected wonderfully with an Audepay 
through ball to take the game into extra 
time. Both sides missed simple chances 
before South Africa won the game in style. 
Carlton - so influential throughout - danced 
through the German midfield before 
pushing a ball through to Qubay, who 
rounded Wagner and slotted the ball home. 

Fairy Tale Complete as 
South Africa Trium 

Carlton Bs 

SCENARIO 
The Scenario option 
always gave /SSD that 
little something extra. 
And here, although 
nothing has changed, 
ISS64 at least boasts 
something its 
competition doesn't. 
The idea is simple: the 
computer gives you a 
choice of eight games 
—all at least three- 
quarters complete - 
and the objective is to 
take over the losing 
team and, in the time 
provided, turn that loss 
into a win. Some of 
the eight ask the 
impossible — you're 2-0 
down against England 
and you're virtually 
into injury time - but 
it's fascinating stuff to 
unravel nevertheless. 
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Qubay — perhaps the best 
player on the pitch - 
rounds England keeper 
Banks to signal South 

i ’ J 

Africa's comeback. . FU TO ‘ 

As 

The winner, to make the score 4-3, was an acute angle finish of the 
highest quality. Manager Weaver called his player's performance “the 
best I've seen in a long time”. Perit SUPRISE. rem 

Scenes of celebration as captain Audepay lifts 
the World Cup for South Africa — the first time 
in their history. Player of the Tournament 
Calrton was also awarded the Golden Boot for 
his nine goals. 
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THEY LIVEi 
Creating your very 
own squad of 
Overton-style freaks* 
is now easily done with 
1SS64's Create Player 
facility. In fact, in 
conjunction with a 
Controller Pak, you 
can incorporate any 
player you dabble with 
into any team in the 
world. Whole squads 
can also be 
constructed and their 
individual skill ratings 
given a going over. 
Thus, replacing 
Kangaroo's son lan 
Dowie with your finely 
honed, blond haired 
super-human is readily 
possible. Being 
Frankenstein for a day 
is, indeed, good fun. 

* N64 apologises for Tim's 
unfortunate views on Lord 
Overton. He has since 
been pice before a firing 
line of ex-Super-Play 
readers. 

Nothing lost in the 
translation. And some 
extra motion capture. 

Added sound effects, 
realsitic crowds and 
English commentary. 

MASTERY 9) 
Wonderful visuals, no 
slowdown and the only 

true football game. 

Even after success, 
there's so much to 
discover. Endless. 

For obvious reasons, the 
fact that Perfect Striker 

was in Japanese 
hampered proceedings a 

little. Now, ISS64 has 
truly been allowed to 
flourish. Constantly 

takes your breath away. 

INGCYT Ne 
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laying ISS64 makes you realise 
just how much of Perfect Striker 
was unfathomable on its 
appearance in Japanese two 

months ago. With /SS64, the on-field 
events are still as beautifully realised as 
they were in J-League, but, behind the 
scenes, where the bold decisions are made 
and everything's now in English, Konami's 
footballing prowess can be taken many 
stages further. For the very first time, 
here’s a football game that combines 
supreme, putty-like on-field action with 
Premier-Manager-style tactics. Indeed, so 
fulsome is the strategic set-up in /SS64 
that if, like your reviewer, you live and 
breathe football, you'll never take the 
game out of your N64. 

The improvements, as promised, make 
for a far sturdier game. Intelligent 
goalkeepers have replaced the spill-friendly 
J-League versions, and now boast extra 
‘actions’ including such crowd-pleasers as 
swinging on the cross bar when a ball sails 
over, and coming out to meet a through 
ball on the edge of the area instead of 

getting the bends when they venture from 
the six yard box. They also frequently get 
fingertips to top-corner-bound free kicks, 
and gather up goal line scrambles with 
consumate ease. Now, rather than fearing 

the worst when a one-on-one occurs, 
you're often safe in the knowledge that 
your number one will get to the ball. Or at 
least make an effort. 

The general difficulty of the game has 
been upped, too, to cope with the demands 
of a European audience. Most teams offer a 
substantial challenge — especially Germany 
and Brazil, who'll frequently prove a thorn 
in the side of any World Cup wannabe - 
although scores will occasionally balloon 
against the lesser nations. The USA, for 
example, found themselves on the end of a 
particularly nasty 12-1 trouncing during a 
breathtaking England performance one 
Tuesday afternoon. 

By now the beauty of /SS64’s stadium- 
based machine should be well and truly 
etched on your minds. Little is now wrong 
with the game except, perhaps, for the 
slightly random nature of the referee's 

whistle, which will blow in the most 
frustrating of circumstances. That, though, 
is a minor quibble. Here is a flawless 
example of how to ‘do’ a football game. 

And, with everything in English, an 
extra dimension has been added with the 
before-match technicalities. You can prove 
yourself to be a master tactician with a 
plethora-and-a-half of data screens to be 
looked at, analysed and then chopped and 
changed. Get things right and dividends can 
be reaped tenfold. Get things wrong and 
you're facing embarrassment as your team 
crashes out in the early rounds. 

Naturally, you can involve yourself in 
the management side of things as much or 
as little as you like. But whether you choose 
to pursue your quest for Ferguson-scale 
honours or not, there's little doubting 
/SS64's thoughtful brilliance. Plainly, 
developers Major A know their football, 
which is possibly why the game comes 
across so well. Programmed by football 
followers for football followers. There's a 
lesson in there somewhere, EA... 

TIM 



GAME U PRICE! CHOICE! QUALITY! SERVICE! 
A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 

£239.99 

eeeee E2ZT4OD 
£274.99 
£279.99 

UK NINTENDO 64 Tee 

Turok Dinosaur Hunter...£54.99 

SONY PLAYSTATION 

Actua GOolF 
Actua Socc! 
Apipas Power Soccer 
AUEN TRILOGY 
BROKEN SworD. 
Bussie Bosste & RAINBOW ISLAND ... 
Bust A Move 2.......... 
COMMAND & CONQUE 
CooL BoarDERS 
Crash BANDIC 
Dark Forces 
DESTRUCTION 
Die Haro TRILOGY... 
Die Harp TriLocy & GUN. 

Finat Doom 
FIFA ‘97. 
FORMULA 
INTERNATI 
JETRIDER... 
LEGACY OF KAIN 
MICRO MACHINES 3. 

de LINES OPEN: 
MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

NO QUIBBLE EXCHANGE POLICY 
IF YOU ARE UNHAPPY WITH yok 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN * 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
10% OR MINIMUM £4), WE WILL 
WAP IT FOR ANOTHER ITEM. THis 

OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

ORDER BY CREDIT CARD, CHEQUE, 
V1 POSTAL ORDERS OR CASH (PLEASE 

SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 

*YOUR STATUTORY RIGHTS ARE NOT AFFECTED 

1Ms Memory Card. 
8Ms Memory Card. 
CYCLONE OR SAITEK PAD . 
Mab CatTz/GAMESTER STEERING WHEEL 

ON-Sipe Soccer... 
PANDEMONIUM 
PFA Soccer 
PLaver MANAGER 2 
RESIDENT EviL .... 

£34.99 

F.£179.99 

2e£199.99 
Just £14.99 

RIDGE RACER 
RIDGE RACER REVOLUTION £36.99 
Roabd RASH 4 
Soviet STRIKE £36.99 
STREETFIGHTER ALPHA 2... £32.99 
SUIKODEN £35.99 
TEEN oi. crn nn crovanamunvatnes £18.99 
TEKKEN 2. 
THUNDERHAWK 2 
Toms RAIDER .. 
Twisted METAL 
VicToRY BOXING 
WARHAMMER: SHADOW OF HORNED RAT 
WING COMMANDER 4 . 
WIPEOUT ... 
Wireout 2097 
Worms 
X Com: Terror From THE Deer 
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ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 600,000 SOFTWARE 
ITEMS SUPPLIED SO FAR! 
LA = Dard ont diene 
anes: aD) INLAND. WE 
PROVIDE FASTEST DELIVERY 
SE RCE AROUND. 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. 
ALLOW 8 DAYS FOR coARAN re 
SENDING A CHEQUE). NEXT DAY 
pa Roe £4. ORDERS PLACED 
BEFOI ARE SENT THE SAME 
DAY Suaiect TO STOCK). 

1000'S OF Utero AVAILABLE. 
WE ALSO STOCK GAMES & 
eek FOR SEGA SATU: 

& OTHER CONSOLES AND CD ROM 

Orne COMPANIES MAY TAKE 

SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
1S DESPATCHED! 

THE WORLD’S MOST 

CONSOLES AT BRITAIN’S 

PRICES INCLUDE 

PRICES! 

TO MOST AREAS IN THE UK 
“SUBJECT TO STOCK 

UNBEATABLE SERVICE GUARANTEE 

SAVE EVEN MORE WHEN YOU BUY THE FOLLOWING AT 
THE SAME TIME AS A NEW NINTENDO 64! 

PLUS GET £1.50 OFF EVERY GAME BOUGHT AT THE 
SAME TIME AS YOUR BRAND NEW NINTENDO 64!! 

COMING cde To SRAPER BIS EES: on 

Blast Corps Starfox 64 

PLEASE NOTE THAT THE DATES QUOTED HERE ARE STRICTLY PROVISIONAL AND CHANGES MAY OCCUR 
ATTACK! . . -AUGUST Joust X 
Biast Corp: -AUGUST KILLER INSTINCT GOLD . 
BIOFREAKS . . . -NOVEMBER LEGEND OF ZELDA 64 . 
CENTIPEDE X Mario Kart 

CLAYFIGHTER QUAKE 64 
Doom 64 RosoTecu: Crystal DREAMS 
GoLDENEYE 007 . SILICON VALLEY 
INT SupersTAR SOCCER 64 STARFOX 64 

PS 
Doom. 
Euro 
ExHUMED 
FIFA Soccer ‘97.. 
FIGHTING VIPERS 
GUNGRIFFON 
Harocore 4X4. c 
LEGEND OF THOR (STORY OF TH! 
Manx TT 
NBA AcTION 
NEED FOR SPEED ... 
NIGHTS INTO Dreams & ANALOGUE PAD 
PGA Tour GotrF ‘97 
ROAD RASH 

3D LEMMINGS ...... £24.99 SEGA AGES 
Actua GotF.. £32.99 Seca RALLY 
ALIEN TRILOGY 
ATHLETE KINGS . 
Buseie Boeste & RAINBOW ISLAND... 

Seca Wor.owive Soccer ‘97 
Sim City 2000 
Sonic 3D 

Bust A Move 2 Space HuLk.. 
Commann & Conquer THUNDERHAWK 2 . 
CRIMEWAVE Toms RAIDER 
Dark Saviour... 
Daytona RACING 
Daytona USA: CCI 
Dit Haro TriLocy. 
Discworib.... 

Virtua Cop 
ViRTUA FIGHTE} 
Virtua FIGHTER 
WORMS .. 
X MEN = CHILDREN OF THE ATOM... 

Nintendo VIRTUAL BOY 

VIRTUAL BOY games all just 
Mario Clash, Panic Bomber, Virtual Boy Golf, Galactic Pinball, 

Red Alarm, Teleroboxer, Vertical Force & Wario Land 

| [o113 234 0444 

each. Choose from: 

0113 234 0999 

0113 234 0666 

email: GameplayUK@AOL.com 

Locic 3 SuPERPAD PLUS ‘SHARK ARCADE STICK 

OFFICIAL NINTENDO 64 SPARE CONTROLLER - 
DIGITAL AND ANALOGUE CONTROL, 6 FIRE 
BUTTONS, 2 SHOULDER BUTTONS, 
GONTBOL, .ccdjiorsau0i8- acisisSasnvecbisie Ba £29.99 

Loic 3 SupeRPAD PLUS - REPLICA OF OFFICIAL 
NINTENDO CONTROLLER, ALSO WITH AUTO-FIRE 
AND SLOW MOTION FEATURES AND MEMORY 
(CARD SLOT 

JoyPAD EXTENDER CABLE - 1.5M EXTENSION 
LEAD. ATTACHES TO ALL CONTROLLERS . .£8.99 

SHARK ARCADE STICK - ARCADE-STYLE JOYSTICK 
WITH AUTO-FIRE AND SLOW MOTION FEATURES 
PLUS MEMORY CARD SLOT. 5 FIRE BUTTONS, 
ANALOGUE AND DIGITAL DIRECTIONAL CONTROLS 
AND INTERCHANGEABLE JOYSTICK .. . .£39.99 

RGB Scart CABLE - IMPROVES PICTURE AND 
SOUND QUALITY WHEN CONNECTED TO A SCART 
INPUT ON YOUR TV 

S-VHS Scart Casie - EVEN HIGHER QUALITY 
THAN THE RGB Scart BUT REQUIRES SVHS 
COMPATIBLE TV OR VIDEO .......... £9.99 

Hi-Fi Aupio LEAD - PHONO OUTPUT LEAD TO 
ALLOW YOU TO CONNECT YOUR NINTENDO 64 
TO YOUR Hi-Fi SPEAKERS FOR AMAZING SOUND 

NINTENDO 256KB Memory Carb - ALLOWS 
YOU TO SAVE YOUR HIGH SCORES, GAME 
POSITION, REPLAYS, ETC. WORKS WITH ALL 
NINTENDO 64 GAMES WHICH HAVE A SAVE 
OPTION. SLOTS INTO THE CONTROL PAD FOR EASE 

Date 1MB Misia Caro - WOokKS IN THE 
SAME WAY AS THE OFFICIAL MEMORY CARD BUT 
HAS 4 TIMES THE MEMORY .......- - £16.99 

Daret ‘N64 Meca’ Memory Carb - A 
WHOPPING 5 MEG STORAGE CAPACITY MAKES 
THIS 20 TIMES BIGGER THAN THE OFFICIAL 
MEMORY CARD. FULL LED DISPLAY INDICATES 
CURRENT PAGE AND DATA STATUS .. . £27.99 

Game KILLER 64 - PACKED WITH CHEATS FOR 
ALL THE LATEST N64 GAMES INCLUDING Mario 
64, PiLoTWINGS, WAVE RACER, MARIO KART 
64, CRUISIN USA, SHADOWS OF THE EMPIRE 
AND KILLER INSTINCT GOLD .......- £26.99 

STANDARD Carry CASE 
Detuxe Carry CASE - BIGGER THAN THE 
STANDARD CASE AND STUDIER. IDEAL FOR 
CARRYING YOUR MACHINE, PAD AND GAMES 
AROUND 50% 55st cutnoceverine Bina £22.99 

GAMESTER STEERING 
WHEEL 

COMES COMPLETE WITH WORKING 
GEARSTICK AND FOOT PEDALS. 

SUITABLE FOR USE WITH ALMOST 
ALL DRIVING AND FLIGHT GAMES 

BUY A 
GAMESTER 
STEERING 
WHEEL (Juul) 

rc: BCR EVO e Leese ee Re ee aS a ee 

S< Cut out this order form and post to: ITEM “DESCRIPTION PRICE 
I d GAMEPLAY, UNIT 3 TAVERNERS WALK, el 
I NORTH STREET, LEEDS, LS7 1AH £ I 

I | INAMME cies. cst. c.ssctbeebasecve tense odtie. CUSTOMER NO (iF xnown)? ceseeeeeeeseees € 4 

RUD OREEIT I 5 Nn s8iiues cp retaiis Nscs sessss6eu suenaeess sbuccab sbebTe TegeMnPRSeT oBaGRS «6 £ 4 

i POUT Piet an a00eSassevapesys chev base toss ennpileacabetnevents tae vORs SUM ARMM Ss oc See S j 

§ PosTcODE SIGNATOREGSS:...:- Senate sssesesenveets Oe EOE Dae kie thin wane eae i 
item plus £1.00 for each subsequt item. 

Overseos posioge £7.50 per sofware item. FOTAL|£ 

I Cheques payable to ‘Gameplay’. I 
I Prices correct at time of going to press. E & OE I 

Expiry DATE Card No. {Ji J J) WII LILI (_] Issue No. | JU] 
SWITCH ONLY LNo4(6) JF 
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Peele omyeye (61 E 
graphical tomfoolery mark 
KI's debut on N64. 

We could giggle about > 
Orchid's glorious humps, 
but we're far too mature. 

Killer Instinct Gold 

RARE/NINTENDO 

os PREVIOUSLY IN N64 
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COL” _a CHANGE 
P~ <ss what? You can 
change the colour of 
your character's 
costume! Ah, yes, 
understandably that 
revelation won't 
impress anyone but 
your mum these days. 
But listen, there's 
more... When the 
character intros crank 
up at the start of the 
game, using the 
appropriate buttons 
enter Z, B, A, Z, A, L. 
You'll now be able to 
plump for the 
‘legendary’ all-white, 
all-gold or shadow 
fighters without having 
to complete training at 
every difficulty level. 



DIFFERENT? 
HOW SO? 

2. But the 
notat 

FMAV-in Ki Gold: But 
Le oeloast attr nae 
Although:they're not 
Lipo tagil dla) foetal fatal 
Nites 1TOlaf Za talase 2 
AVIA FING Te BSNS 
fs (irises uuney 
with new play thodes; 
Practice, training, 
Team and jeam 
Elimination: ? ; Op 

Many of the levels in Killer Instinct Gold allow you to 
hoof an opponent off the stage and into the darkness 
below. Unlike the knockoffs in K/2, however, the 
camera doesn't always follow them — you just get 
some wishy washy flashing red screen. Your final move 
in the killer combo must be one that sends the other 
character into the air. Jago's homage to the Dragon 
Punch, Tiger Fury, is an ideal move with which to 
explore each stage’s knockoff potential.) 
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SKY LEVEL 
When choosing your 
characters in two- 

th s player mode, hold the 
the lack Spae maans that = 5 hi -jungle-te: 1 analogue stick down 

fick fighter-in the right hands, and= — fr ‘ith he Z and press the bottom 
ous teteport me ofte = ber | C-buttons (Medium 

ea = Sere = 5 Kick) to select your 
rete OCeLOt tint fea gt cole 
You'll now be whisked 
magically to the bonus 
Rael liane) 
susoended in.the sky 
YADEIG YOu Can be 
Kroeked orpabany 
SOiisi= (t- BUiotscuiCelly 
Decoines BYANa\e I 
you're honest ane beat 
the game on hard, 

cé Ce} Ht ie] TREY TB ER aE 

Cs Temod Gls bed 

Where would a beat-'em-up be 
without a hearty attempt at 
character development? Admittedly, 
KI Gold doesn't bog itself down 
with flashy intros and lengthy 
character endings, but finish the 

game at each difficulty level and z ny Aon A sel aT 

youde get to: Find out mate and we Fe oe ea eg es ET 
more about your chosen fighter... b up to our man Tusk and a brief THE MIGHTY TASKS OF THE WARRIOR TUSK 

ARE WRITTEN INTO LEGEND THIS DAY 
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There's no need to feel intimidated when broken-nosed, cauliflower-faced K/ loonies start 

recounting tales of dishing out 70 and 80-hit combos. The actual play-mechanics are quite 
straightforward once you get your head around the basic attack building blocks. Here's a 
brief guide to the moves you'll need to get intimate with... 

N64 ARENA 
aN Mme ee ak Oo 
FeTTo LOL RMR OL 16M Ol 1d ee ae os 
be performed many times during a bout, don't take anything 
out of your Super Bar and have very little effect against a 
blocking opponent. 

As the name suggests, this is a Super Move that, when pulled off, 
leaves a string of shadows behind your fighter. It's best used as an 
opener in a combo, so that when you continue with the chain of 
following moves your faint grey replicas trail throughout. One to 

LEVEL SELECT impress the ladies with. 
In two-player mode, 
select your fighters Recovery Move! 
using the following These are in place to help you get back the advantage when 
button combinations. you're knocked down. If an opponent launches an assault as 
The first person to you're getting up, pulling a Recovery Move off knocks them 
select a character down. But watch out: even these can be countered by an | ee i A Sabrewulf demonstrates one of his 
chooses the location, experienced player. Openers, the Sabre Wheel. 
the second the music. 

Pressure Move! 
Essentially a simple auto two-hit move which can be used to ie fk Keep an eye on the power blocks 
juggle an opponent with satisfying ease. V Tile Ae) Let OM IB 

Transition Move! 
These can be used to throw a wary opponent off-guard. They can 
be performed while your character is still on the start of his/her 
move animation, so they're useful once the other player seems 

Up+FP Spaceship familiar with your attacks. A 

(Glacius) a Throw! ae 
(Maya) Self explanatory, really. 

Up+QP Castle Combo Breaker! 
(Sabrewulf) There are some moves you can't interrupt with one of these — Super 
Up+FK Helipad Linkers are classic examples — but otherwise they allow you to break 
(Orchid) an opponent when in full combo flow, turning the screen scarlet. As 
Up+MK = Museum a rule of thumb, kicks break punches and vice versa. You can also 
(Fulgore) : : ; pull off an Ultra Breaker against the first four hits of an opponent's 
Up+QK Stonehenge Llirascembo ° 
(Tusk) 
Down+FP Street Ultra Combo! 
(TJ Combo) Wait until the opponent's Life Bar flashes red before you enter into 
Down+MP Dungeon this. Moves such as an Ultra are added to the end of combos to get 
(Gargos) the most damage out of them, and once you enter them all the hits 
Down+QP Bridge from then on are controlled by the CPU. You can also enter a Mini 

Vago) Ultra Combo when you take the final sliver of the green bar from an 
Down+FK Random enemy, follow through with the combo and tag a Mini Ultra move 
(Stage/Music) on at the end. Gumph! 
Down+MkK Ship 

(Spinal) Ultimate Combo! 
Down+QK Dojo A move which can't be shattered by a Combo Breaker, an — LA After a Parry like this, pull off a 
(Kim Wu) Ultimate can be weaved into a regular combo just like an Ultra. BR 24 LRU 

And, like the Ultra, it has to be carried off during the opponent's Catch your opponent's life bar 

flashing red power stage. The rest of their energy will then be flashing red and you can roll into an 

stripped thanks to a special death sequence.. V Oat lar ae 

Counter! ol . 
These are essentially the ‘Rock-Paper-Scissors' moves from KI2. i) aaa 
Each character comes armed with special moves that fall into one 
of the three categories. And, like the age-old hand game, a rock 
move counters a scissors move, scissors counter rock and so on 
But boy is it more complicated in practice. 

Parry! 
Easy, this. Nudge Back and Quick Punch to kick into your 
character's parry move. These stop your opponent's Fierce-rated 
attacks slicing through. You'll know you've rolled into a parry ? 5 A pe Mca mele oak 
successfully thanks to a brief pause and a yellow spark. Here's Glacius's ‘Liquidise’. 

A “C-C-C-Combo Breaker!" you'll 
hear the commentator gibber. 

{ 
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seven or more ‘Juggle’ hits in. A \, 

o, a fairly low-key roll out for the 
PAL version of Killer Instinct 
Gold? That seems to be the case. 
And for one of the very first titles 

touted for the N64 all those years ago - a 
game that essentially sold the idea of 
Nintendo's new hardware to many - that's 
a sad state of affairs. 

We've had plenty of time to get to 
grips with the game now, since putting the 
US NTSC cart through its paces in N64's 
premiere issue, and have to say that our 
response is just as muted now as it was 
then. Judging by your letters in the 
intervening weeks, it seems that many of 
you felt we were criticising the entire 
Instinct way of things. Not at all. Zy 
pointed out the odd ‘flaw’ that potential 
purchasers need to made aware of, but he 
also made it clear that if you're a 
committed K/ fan, this is a classy 
conversion crammed with traditional home 
features to keep you going. 

But there's no escaping the fact that 
this feels just a touch weary now, despite 
the numerous improvements and the visual 
buffing-up it's received. You'll feel your 

enthusiasm for the 
trademark multiple hit 
combos dribble slowly 
away. Fair enough, for 
ten minute spicy slabs 
of entertainment when 
KI2 was rooted in an 
arcade cabinet in your 
local amusement centre 
this wasn't such a 
noticeable problem. But 
the initially complex 
combo linking system 
starts to wear thin after 
several weeks of 
constant hammering. 
The lack of finesse and 
subtlety isn't satisfying 
in the long term. 

If Killer Instinct's your 

passion 
though, this 
could quite possibly be — 
with the exception of Super Mario, 
Pilotwings and Wave Race... erm... — the 
best thing that's happened to your N64. 
Gold is rife with special playing modes and 
options. You can get cozily familiar with 
your favourite character's attack intricacies 
by taking them through the various 
training stages (where you get to take out 
your frustrations on a wooden post), and 
then go on to test your prowess in the 
team elimination tournaments. Beat the 
game at various difficulty settings and you 
gain access to more and more options 
where you can alter almost every aspect of 
the game, from fiddling with the blood 
quota to switching camera view. 

It's a shame that many people have 
been waiting for this since the N64 was 
just a chip in Yamaouchi's dreams. At the 
end of the day it just can’t deliver the 
powerful, punchy impact that was 
originally intended — Killer Instinct on the 
SNES has certainly shown that less 
powerful systems can handle such a game 
in a scaled-down but perfectly satisfying 
form. Unfortunately, as we all know, the 
64-bit alternatives are rather conspicuous 
by their absence. 

Nestled on the shelves between the 
likes of the all-out travesty FIFA 64 and the 
fair-to-middlin' Shadows of the Empire, KI 
Gold can hardly be said to shine out. It 
hails from days when its interest derived 
mainly from the fact that the other big 
cheeses in the beat-'em-up arena weren't 
producing anything other than raw 3D 
polygons. The situation's a lot different 
now. Once developers start to use the 
potential of the analogue controller, 
though, the N64's time will come... 

MARCUS 

LOOK AT ME! 
; seen fit to 

include adhe 
which you can toggle 

between. You'll find 
yourself sticki vith 
the regular or 
Lael tee aL] 

Or Taam mola aCe 
suitable for letting you 
get-a decent gander at 

the sumptuous 
backgrounds 

OMG 
The animation’s 

questionable, but there's 
plenty of explosive 

action in here. 

‘§ sSOUNDs 
The best bit about K/ 
Gold. You'll either love 
or hate (both with a 

passion) the soundtrack, 
but the voice samples 

are crystal clear. 

5) MASTERY 
Nice backgrounds do not 
a lip-smacking beat-em- 

up make, | fear. 

5) LIFESPAN 
Measured in weeks 
rather than months. 

Aa ites 
One for the committed 
KI fan, really. Nintendo 
really have to come up 

with a Virtua Fighter 2 or 
Tekken 2-style offering 
to be taken seriously in 

this field. 

% 
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a. (cnn 

performs some handy new moves, includir 

ZandR 
Hold these while steering left or right to 
Tao coeteel els AeLO)) 2) 
(alfa momo tt ere 1,14 Ue) 

a 

loop, 
re ROME 
1 aU MOlae lg 
ee General Pepper is the eT 

army's highest Paar xenon Teena 

Nemes onculeae He'll give Analogue stick 

WoW Mola cuiLAr from et before ARM MAA EM ELM AT ere 

each mission. He Rae ce aac an 
oa 

nam Clciel a . Flips between 
ceca Fires your laser. Either press repeatedly for ols a 

Pavitt Munson the planet Vemon 

TMT GMM das returned. 
shost bursts of fire, or hold down to build up either external 

and internal on 

; 
N 

= 

Mey meni ol tae Ck Dad the 

peat Ce ne CeceUAA] orice fede 

pe ensue a CoO Lucene ital 

he'll try to contact you over he ’ 

PP TMM el accel om Lele 

enough and he'll Perm ue ae 

to supply you with a power-up Sieg 

which will then appear in your pat! : 

and can be shot for a power-up. N
U 

are Ra eect Us iat suffix 

Nintendo apply to all N64 peripheral 

model numbers. Yes. 

MSE UR BC Ul ME 

isfey Ala aL mond feiciee UmuleL 

er el acca
 and 

Serra oh con hea iia 

Re ere vant 
ms 

ont tale Atm Ae UL ine (oat- 

runs up the Araneae elms 

Tae Ue easily completed. 

Achieve certain goals, however — 

Preeti aula aes for 

example, or rescuing one of your 

comrades — and you'll be able to 

Fay oe taice the the other eth 

TH ent marci sem Oza 9 Eves (auiar 

goals to reeaaF-Ua a UaLLkch Pate ap fo
ld 

Novo Rene ene Caco 

Oo 

7. ae 

a more powerful shot. Hold down A for long 
enough and a roving red gun-site will appear 
and lock on to any baddy it passes over. 
Release A at this point tg launch a guided 
missileswhich is more-or-less guaranteed to 
a as long as you keep it on 

Rage 

"i ila lo omb. 

eas 
Gives you a boost forwards — good for 
EYE ai P me Ute) 1D LCT: <1 SSAA) 
also, nay C and pull back on the 
Analogu e same time you'll do a 

ca ll 

ST eae 

A Zoom in low over the sea, your wings trailing pleasingly in the 
water. Enemy ships swoop in immediately to attack. 

level 1 CORNERIA 
at system to have so far escaped 

is now finally coming under 
I SELL 

EVA Mie eM cea lt 

4B pence dL 
ae mem eT) 
eee 
you won't get a 
em mem 
boss later on. 

iiecla Gab eele 
zoomed-in and zoomed out on 360° levels. 

ets S Ts 
Does a Top-Gun-style slam-on-the-brakes- 
and-he'll-fly-right-by move. Can be used, 
in combination with Left C, for timing your 
approach to openirg-and-closing bits. And 
on 360° levels, if you press it at the same 
time as pulling back on the stick it'll do a 
half-loop-and-roll, sending you back in the 
opposite direction. 

Right C 
ORC OM att oR OLN On OLE 

a 

Teme dct) 

elem 
thy arch and a power- 

MT a 
re mel M da 
check-point. 

Falco's calling for 
Toe Oo 
eae or tele Mem AIEY 
Mm etme LTT 
need to boost towards 
them using Left C.) 

= Aa oe 

yA SR ee een et aS ee cel 
and the rest of the Starfox team. Until you shoot 
esse La 



LANDMASTER . 
PU US ee RU Em eM Rome Mec M stm aed 
Deemer mci Romie Mee MUR ae acme ole Te 
rocket underneath, which is handy for cushioning its descent from the Great Fox and 
can also be used in short busts to jump over obstacles and leap up for power-ups 
and checkpoints. 

<a 
MT eer er ec ae 

of a build-up of enemy forces... 

ee 

L And - blimey - you're straight 
into the asteroid belt bit of The 
IS eM TOO aor! 
eli EM LeU Meant 
films). Lumps of rock whistle 
PEL agape 

_ : - 

A Waves of aliens start to 
attack. Pick off a whole 
group and you'll earn more 
points and possibly power- 
ups. “Don't forget you can 
press B to launch a bomb," 
FI kN 

oS LiLo a Cr Ug) 
OO MC Uy aCe Me ame mae) el ai 

rT BY 
A double press of these will make the 

Landngaster roll swiftly to the side, which is 
great for dodging laser bolts and bombs. 

Pressing Z and R together will get the 
Landmaster to hop up into the air. 

a Analogue stick 
DYN Um UCLA TEAM OL GLB 

cm Kae 

A 
The Landmaster's gun works in the same way 

ELM AVAY UIE ALU Le Gee] ore eRe 
bolts and guided missiles. 

t= 

eae me 

eo 4 
As with the Arwing, Left C boosts you 

o OAKS 

Bottom C 
Aelia Ae)? (Ol ZL 

a 

ira 
VT EM CLOML ISTO MOLL Os elec 

URL Ke AGO K edo) 
compared to these giants. They're moving, too, so you 
may need to use Left C to zoom through gaps. 

= UE cad 
- weirder and 

elke Exo 
olka 
EloroXs mgm ico 
Come Ld 
Corer ogel Ly 
mon 

BLUE 
OAL 
There's a third vehicle in Starfox 64 
Pum RM Cee tN mdi 
enc MRC m Ulm 
BU e UC Tm Leelee Uel nrg 
beneath the waves zapping aquatic 
eS oR mom Ce Ue 
EU ea mim CUE UM lice, 
supply at 
the Poe p od 

PECTIN or ie 5 
stubborn x 2 
fe) ste 7.3 

Towards the end, these 
blue spiky rings look 
eA ae 
tricky to fly through 
ue eT 

Cr Tap UTC tks 
a massive spaceship 
waiting for you. Shoot all 
i ela CS 
back and... 

4 ...rather than blo 

you its front, and 
fires difficult-to-avoid 
pink hoops at you. 

a 
i 

up it turns to cee” 

a Set Bh AE 

Gold Cts 
Collect three of these and 
your power-bar will be 
extended, allowing you to 
ee LComUIO CMe lua iomn Ce) cca 
liar Une Cc Cclm Atm (Ole 
an extra life. (You'll also 
a UR dr Mma 6 

100 points you score.) oI 

Silver Ring 
These refill your 
ole Coeley- (armel LeU 
been damaged. 

‘ss bg 
Steels 
equivalent of three 
Clmco RSM e 

& giving you loads of 
Pie 

Bomb 
Once collected, these can 
be launched with the B 
button to do loads of 

age. They explode 
spectacularly. Save them 
(0) oO 

Power-Up Crate 
j) NUS-064 will radio 
| in from time to 

Pen Ua e-UNe PL Lele) 
press Right C to 
answer his call, will 
Coley om mee 
Shoot them to 
reveal power-ups. 

Pe CTT Ftc 0 
Your lasers can be 
boosted through 
CVac meen iae 
Derm aon 

Wing Repair 
Get shot up a lot 
and your Arwing's 
wingswwill frazzle 
up Emon 
making it harder to 
handle. These 
daar Le ia 
Racer ania 
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STARFOX TEAM 
A LSC UC eee Ce 
(who you control) and his three team- 
mates.- They'll help you out by attacking 
baddies, but will go pff from time to time 
ome umm Ul Ue EWC oe] 
helping out. If one of them takes too 
much damage he'll return to the Great 
Fox to repair, and will be absent from the 
ames (elt FOX McCLOUD 

e The Starfox team’s 
Tela e Om 
legendary James 
MeCloud, and the 
character you play 
throughout the game. 

é He's determined to 
Lym elt me La) 
also out to Se 

his father’s death 

IMPORT ARENA 

eee) ane 
Having repaired and re-armed, the Starfox team are dispatched 
to the planet of Fortuna, one step closer to Venom and 
lees oy Ce 

You'll find the 180° flip (Bottom C 
and down on the stick) handy for 
shaking off pursuers. Pretty soon you 
ought to be feeling on top of things. V 

Whizzing down to the surface, 
they discover enemy ships 
wheeling about in the sky above a 

at the hands of 
mai 
Andross. 

large building thing. 

PEPPY HARE 
Peppy is the oldest 
and most 
experienced member 
Come ne mia 
7) ed 

guerilla mission to 
Venom with the 
cela Oe ULe) 
Memes) 

McCloud, and 
escaped to bring 
Ea ae eel 
TE ae eel MD 
be on hand 
throughout the game 
OUTER tel 1a 

SLIPPY TOAD 
Slippy tends to 
eae 

FMIEleLTOY 
Peek 
and constantly 
getting into 

trouble. But he's 

irl otce Loe Ue, 

Rome Le)? ()) 
eRe tL 

FALCO 
y PU TFL to) 

Try to help out Falco 
ELy much as 

- ° Ses 

tempered, becaus 
after Fox he's the be 
pilot the Cornerians 
have got, and is 
ee eo 
eae OM eto 
Starwolf team later 
on. Saving Falco on 

RUSTE 
Lae cL 
through to Sector X. 

After you've done that [> 
for a bit, chunks of (> a 
mangled metal start to ; jp 
float past. Our animal 
chums appear to have 
Rien eee a 
Eee een 

A hectic dogfight ensues (you're in the full 
360° mode for this level, so you can fly 
where you want), with laser bolts zip- 
zapping through the air and baddies 
TCU em Ue Ce) eM MUL ees OL 
the team will pester you for help. 

level 4 SECTOR X 
It's time to head out into space again, and concentrate on the 
mysterious sector X - so called, we'll wager, because it's 

them for extra goodies. 
(Missiles are best.) 

Tia Oo (Ok Dd 
Rha On eA ee LD 
Starwolf team, and they're much 
more skilled than your average 
laser-fodder baddy. 

< Eventually a countdown 
URS eee 
aor me moneys 

Tam meee LE 
blow up, with Fox and pals 
RelA Aeon 

How odd. It's co 
those arms rN 
EEC ML] ®, NE 4 

ae el 
Aerts 
towards each 
other, almost 
EL a 

—_— 

ele VILEA , OP = <] Morale) It's a massive robot! This thing's got the scariest yh 
eT aL Pa a immediately by waves oNTe MM (6 oy Ute ACM Eee eee TL) ps 
present on a mission 2 of flimsy but numerous V beckons you to ‘have a go’. 

MM LLB (21) . FTCa, COLT aval Co) id aie 
LU AT) 2 5 We = Derm il eearel aol 

7 
oN 

Re) Remar 
emo yk 
are 
reese oe 
Triana 
Cae 
ET yer ee com Ld 
the discarded 
Emel 
Eyer e a 

J 

| Slippy! In the course of the fight he’s 
crashed into the robot and been 
sent spiralling down to a 
neighbouring planet. 



level 5 TITANIA ~ -: - 
Slippy must be rescued, then. The planet he’s crashed on is desert-based, so Fox will have to o 
wheeleout the Landmaster tank, with Falco and Peppy supplying air support in their Arwings. ‘ 

ie Mima a 
oes (0) Ze] 
reaching the Ps 
TCA keTa) D 
ease 14a Ce i a 
boulders down You're unlikely to be 

Mele cele rm elopietre 
much of the radio 

The Landmaster touches 
lee CM Tmo (OT a1 6y 
and the Great Fox soars 
skywards, bits of ancient 
buildings start to tumble 
(elo TER el ome UL od 

faarlatcmlm ele Mic 

playin 

It all goes quiet for 
ao Re eo) 
ot. three arms pop 

Toe eRe ey 
A Fox plunges down a valley. Lasers ore aaa 

attempt to zap him from the hillside. 

the regular c r 

se) SALE ee Zea) 
perish), but the 

shouldn't be a pr 

- experimentation 

4 Here's how the front- 
Shoot them for a bit and this huge space dragon pops 
up out of the sand. Shoot his claws to free Slippy, and 

V lie em Cm ea 1g eS Ce 

(the 1-player game) 

2. Training 

eee. MCU 

player game) 

CS Udi moa 
score table) 

we ey otter) 
(sound adjustments) 

6. Data clear 
(wipes your scores) 

end look’ 

“a 

A Woe eel) <J Here, a TN ea og 
eA icn TT mey MeL iM ame acd 

awe lo) AX Meow) in these parts, it 
massive scorpion- two passages, Mel aad 
type things want one littered mL aL 
to be shot in Teme arte formant mem tL 
eT uae seven of them. 

RT OCR Ur mur mel 
this enemy base, pere atop a rotating cube. It’s another 360° 
dogfighting level, complicated by the fact that the ground’s 
Sy am el Your primary objective, though, is the big gun tower in 

V the middle. The yellow bits all need shooting out. 

ql’ + ees . i; < ieee armel 
deactivated, the 
base opens up... 

ia) mi 
mer TAe) ae 
dozens of a : ¥ | 

eee a a 
olgten 

Cm eke Kan) 
om eT CedLe OLS > Ga 

° 

are ea ok) ee 
A Your objective would appear to be this Peete ele ace a 

building, protected by a forcefield. ECM oem UTE 
Peppy, but he's 

oc TORE e aco 
ER om RT-Lokel 

eee Clie 

P| Rompe mem Ro ABOU MUM me eai lem elu ed 
You can either fly with the direction of rotation, making 
you something of a sitting target, or against it, 
whereupon towers and guns whizz by at terrifying speed. 
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Tea aeriae \ 6s) 7% 

Oo 

FEEL THE FORCE 
i tim ere 

= 

- 
h of bosses, 

el eleTIh] 

ales 

Ve support it 

you blow 

as it's so 

cheap. (Extra ones 

folm-loreyty 7 

FUN FOR FOUR 
Starfox 64's four-player 

split-screeg mode only 
forms a tiny part of the 

Peli em Ole a ate 

ertheless, excellent 
fun and comprises the 
N64's second four- 

elec ol mex lan oo Maelo 

roice of two playing 
areas — a planet 
surface one with 
buildings to avoid, and 
a space one - and two, 
three or four can play. 
Good players can be 
handicapped by having 
bilellm noes Merete) 
reduced. The fun 
comes from exploring 
the | s of the 

g's handling, 
pulling off loopsiaiad 
elim cemar corel 
pursuers and chasing 
after the power-ups 
dropped by defeated 
opponents. We've 
PEM OMIM Mell: 8 = 
lee i 
potential of Mania Kart 
emer tee Ui 

i eee] aoe 

7 

Ye 

level 7 VENOM - 
And so to Andross’s home planet. As you'd expect, it’s 
fearsomely defended. 

A Viewers 
baddies are 
ETT ce) 
greet you 
with a 
shower of 
Eales 

WANN eat 
where you appear to | 
AIC aE Om 
middle of a game ong 
Cle rd ie. 

eon 21-1 ZL Da 
VA AME 
you approach some 
sort of temple, 
guarded by rock men. 

Pac M lueOTLN 
designers have created Starfox 64 
specifically as a secret super- 
weapon to win the carts versus CDs 

war once and for all. CDs, after all, were 
meant to herald the arrival of the 
Beta muh Me Tm Ca Creeley a Cory 
of pre-rendered video footage. But 
interactive movies turned out to be 
rubbish, and pre-rendered video tends to 
be more annoying than evocative. Starfox 
64, on the other hand, is more cinematic 
than any game I've ever played before — 
CD-based or otherwise — and there isn't a 
single pre-rendered pixel in it. 

Now, I've pondered over why this 
might be, as I've sat there gripping onto 
my vibrating Controller, courageously 
battling for Fox's life against 
unstoppable tide of Ree 
Talal AL Mela CME OM TiN NY Martel 
why Starfox 64 is such a perfect blend of 
cinema and game. And I'm going to reveal 
them to you now, ready or not. 

Sect il Se CRT NENA 
Normally, a game's plot is confined to _ 

Inside is a long corridor, down which you 
chase a robot made of rock. He'll try 
anything to stop you, causing pillars to 
shoot up from the floor in front of you 
Ele oem ele aL atm Oia. Ze) Celt) 

LES 

Zi J 

A Eventually, 
though, you'll be 
able to shoot off 
EMM ele 410 
Elem teley a 
the head of the 
Terminator-type 
MeL 

The Starwolf team turn up. Cat launches 
herself into the fray. Falco finds a secret 
passage. There's alwaysstuff happening, 
beyond you just shooting things. 

The link sequences blend in 
D>} seamlessly. Anyone who reckoned 

(or Ta Maer ULM oNTe MOM @ poet gy o8 
intro sequences will now have to turn 
crimson with shame and embarrassment. 
Forget the rubbish static drawings of 
Shadows of the Empire. Starfox 64 is 
packed with beautifully choreographed 
sequences of ships launching and battling 
each other, robots stomping about, pilots 
chatting to each other and enemy bases 
blowing up. And they're all generated in 
iors an MMOS AMMA RUSE TeCaCle Uy.) 
ships you see when you're playing the 

game. And, furthermore, the view blends 
seemlessly from you being in control and™ 

5 = F 
playing to the computer taking over, 
swinging the camera around, zooming in to 
show Fox sitting in the cockpit, and then 
tracking his ship as it accelerates into the 
distance. No black screens and jarring 
switches from in-game graphics to pre- 

a tatty bit of paper stuffed into the rendered footage here. * 
box. It makes up a name for the aliens, and 
a reason for you having to kill them, and 
then that's it — the game starts, and you 
never hear from the plot again. In Starfox 
Paley UA (el MoM (1g) OLE 

information to set the scene (like at the 
beginning of Star Wars), and then the real 
ES Cola Yis co laeamatcto) oc a-Cm Zel mo) WA of later) 
— and, even better, during — levels. Slippy 
crash-lands on a planet and needs rescuing. 

So far, sound has probably been the 
weakest area of Nintendo 64 games. 

It's not that the machine lacks the 
necessary hardware — those Silicon Graphics 
chips are capable of just about anything. 
It's more a case, we suspect, that game 

™ musicians have been spoiled by being able 
to perform their soundtracks in the studio 

pte eM UCM te CMa ure 

Final Boss 

Given that Starfox 64 has been so brilliant 
EUR eC NC eRe Me MEL 
LURE mice mim Coes 
just about the most spectacular scene in 
video gaming history. It'd be a shame to 

mia Colm PORTO TA Ula) 
absolutely massive, attacks you in 

ce RUC NRULe MCCA CMe Cub 
depending on where you shoot him. And 
Pee MECN eM dea ea 

on synthesizers an 
and have lost the kn ing 
sound chips directly. Witness the miserable 
attempt to get Shadows of the Empire to 
play all those Star Wars tunes. 

Starfox 64, however, goes back to 
video game basics, using the N64's sound 
chip as its instrument and using it to 

rate hours of superb, atmospheric 
ic that changes depending on what's 
joXelaliaFeme)g be velc10 "sa rousing 

Starfox theme tune title screen, 
(Lame) em le) gT eR UV IU (em NVA LC 
ie background, and then a different tune 
r each level, including an incredibly 
ramatic one for Zone S that's only 

interrupted for Cat's theme when she 
appears. Bass ‘oomph’ is a bit lacking, 
maybe, but Noises are adequately 
catered for by the sound effects. 

Which are, incidentally, brilliant, 
ining with the Rumble Pak to make 

art of a huge space 
att ea magreUc-(elcol goo 

speak (albeit in Japanese), replacing the 
gobbledegook of the SNESis Starfox with 
Xen eel leon ty during 
OTs) eM olalaee mun ei 9 sella 
They're all recognisable, too, front Slippy's 
panic-stricken babbling to Andross’s e : 
taunts at the end. How they've fitted it all 
into the cart is beyond us. 

Bits of it are nicked from films. The 
swooping formations of spaceships 
are all from Star Wars, as are bits of 

the music and the ending. The battle 
aera CALM ANIA aera(U ol mM Colan 



EXTRA LEVELS 
SECTOR Y 
Reached by: Saving Falco, going 
through all the arches over the 
water, and then following Falco 

through the waterfall. 
Gundam fans will be happy with 
the level of robotic action here 

oS = 
CT-T a 

KATARINA 
Reached by: Completing Sector Y, 
or going through all the blue rings 
Emme mem Lakes 
A homage to the final scene of 
Independence Day, with the most 
amazing 3D dogfight session. 

SOL 
Reached by: Destroying the huge 
flying saucer on Katarina, or 

defeating the Starwolf team on 

Fortuna 
A spectacular crimson lava world 
with birds and rocks to shoot 

PUP 7h 3 
Reached by: Completing Sol. 
RM UM OMoC CMU Mee eels 
Tem Mee LES LEE 0) 
along beside a railway track 
dodging rocks that are tipped from 
the train beside you. 

pel y 
Reached by: Scoring at least 100 
points on Sector Y. 

MMe elm cele mee EL Te 

(Lem LeeLee 
sedate-and-at-the-same-time 
action-packed underwater level. 

pao) 5 
Reached by: Beating the oyster 
boss at the end of Aqua 
Skimming across the waves, you 
must dispatch flying baddies and 
avoid a massive sea serpent. This 
is where you get to meet Cat. 

After you've completed the game on the standard path, it's time to try an 
alternative route. All these levels are as big as the seven easy ones. 

SECTOR Z 
Reached by: Shooting all the 
beacons on Sector Z (which is 
extremely tricky) 

el ae eM LILCL MI SoM ULL) 
attack! Enemy ships circle it like 
vultures, and missiles close in. 

== a 
Pa = 

Pt 
Reached by: Completing Sector Z, 
or activating all the flag-shaped 
switches on Maku Base. 
An alternative to Volus, sending 
you hurtling through space 
shooting huge battle cruisers 

) 

EXPERT MODE! 
orn fou 

next? Expert mode. To 

v9 XOi UuVvLs reach it you'll need to 

gold medal on 

ry level by scoring a 
artain number of 

points — for example 

150 on Corneria. This 
is incredi a hard, and 

re) homing 

shots to pick off whole 
groups of baddies at a 

(cua emmre Le OL a Foam On: 
brakes frequently to 

knock out ones that 

reckon they've slipped 
past. We're still 
battling for medals 
lured on by the 
promise of a four 

player mode with all 

the characters running 

around on foot 

on ae 

underwater searchhig 
Abyss. So it can't help but feel like a film. 

YOU decide the outcome. 
S The original Starfox had a choice of 

routes through to the end, but they 
were selected in the crudest possible way. 
In Starfox 64 it's what you do during the 
game that affects which levels you visit. 
Following a bit of advice from Falco on 
Level 1 leads you to Sector Y rather than 
the asteroid belt, for example, while going 
through all the rings at the end of Meteo 
will take you through hyperspace to 
Katarina rather than straight on to Fo 
And you're constantly being presente 
other choices, too - as lm 
to answer a call for help from Peppy or 
concentrate on racking up points. ¥ 

So Starfox 64 is like a combination of all 
the best sci-fi films, but with you as the 
hero. Which is great. What's even better is 
that it's incredibly good fun to play. 

The feel of the Arwing is wonderful, 
swooping about under the control of the 
analogue stick, looping, Top-Gun-style, to 
shake off baddies and zooming down 
through arches. The guns work perfectly, « 
with rockets and homing missiles if you're 
prepared to hold down the button for 
them. Bombs explode spectacularly, and 
there're bonus points for picking off groups 
of baddies. Dogfights, particularly, are 
amazing — much better than you'll find in 
AZTam acm naessi mete) oa Viel Kcc GMa) tte 

with ships chasing each other around the 
sky and the Starwolf team putting up a 
LicclAnelare(elUKS Nae ACCU CMa 

The graphics are stunning throughout 
Every level is completely different, with its 
own portfolio of scenery and baddies, 
ranging from the red-and-orange lava level, 
with its undulating sea of fire, to the chill of 
outer space, swarming with baddies. You're 
delugued with special effects at all times, 
from blinding laser bolts to clouds of 
smoke. And even when the screen fills up 
with getting on for a hun@red ships during 
the most hectic dogfights the frame-rate 
remains impeccably smooth. Only an N64 
could do this. 

Is ‘linearity’ a problem? rea 
Original Starfox attracted criticism from 
some quarters for leading you through a 

Saar lmeamer team CV mea marelael Tir 
you veer off to the sides, or double back. 
Maybe people wére comparing it with 
flight sims, or Elite, or something, where 
you can fly anywhere, but Starfox was 
never meant to be that kind of game. It's a 

«shoot-’em-up. You shoot things in it You 
wouldn't accuse Gradius.of being ‘too 
linear’, or Axelay, or Super Aleste, would 
you? And so it is with Starfox 64. 
(Although the 360° dogfight levels are a 

i @elantome(6(6 lela 
Is it easy to complete, as hastended to 

be the case with N64 games so far? Well, 
yes and, at the same time, no. Even the 
most hopeless gaming case will be able to 
see the end sequence on their first 

Mca Zola) ata 9) WARIO] MS ZOLUNYZoM 9)I-NZeXe Bay 
game through along the most direct route, 

ern Base if you've picked her up on Zone 

. 
- eee 

ms oe 

eo Pe 
Nea ttii iia 

. 7 a 
br ae 

a Fo 4 
oa EY : 

t ie 
you'll only actually have seen about a third 
of it. You're really going to have to work to 
get to the tougher levels, and if you play 
through to the end along the hardest route 
you'll effectively be playing a completely 
different game, with a different ending and 
everything. And levels can change 
depending on where you reach them from, 
with, for example, Cat helping you on 

English speakers will 
miss out on lots of vital 
clues with this Japanese 
version, but that kind of 

makes it more fun. 

9 visuals 
A breath-taking blend of 

explosions, special 
effects and animals. 

id Venom being defended by a leaner, 
ea aaa ir elmore! 
Are is is no Blast Corps, all over in a 
(etoY¥]o) (emo) ie eN\e) oy: Ue tu Xe) MANT Xe C-L 
Although, there ate gold medals too, which 
MVC Ucar ce) ite) aS to secure. 
Pa) you've been 

Nea WUuece-Ule| Avan ES 
TeV ogMUCHE Lee)! se Mec OREO TMA WcaM 
even tackled the Expert mode yet), Starfox 
64 is such good fun to play that you're 
unlikely ever to tire of it. Level 1, for 
example, which you have to EY Peace roig 
eMac elt) ier elcome ois 

Lol Tool or Wa ale) (oe 
enough to shoot do 

Film-style music, 
thunderous effects and 

endless speech. 

Takes the N64 to new 
limits in every area. 

CAAT 
Difficult to see all of it, 

and thoroughly 

SC ChM Cm) replayable. 
possibly hope for from an EZ 
action-packed. It’s technically e VERDICT 
TeAoLeMoa Wee 11) ol-iaroy a (-\\(<l yo) 
enough to be fun but with taxing bi 
you search for them. It’s got exciting music. 

ks Ma olt se lfe t10)(-5 It's Cs evo) a 
massive explosion: eCollNy to 
a spectacular endi , ing, in 
other words, that you'd look for in a g 
Tae) cteeed JUL ee Wee-Ua Pad | co og] EeUaL 

JONATHAN 

A showcase of the N64's 
powers, and probably 
the world’s best shoot- 

‘em-up to boot. 

94° 
PITT Tabbed 
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. Naughty. Bad. 
Salle oe mec A-UUN  elm LelRO ULC cec OLcaY 

Eee me in the past (it first appeared on the PC way 
aud EVE and Saturn versions were beginning 

spi hart-storming sales). The N64 has 
Nintendo gamers want more for their 
el path. Let's be honest here, Doom 
\ Tale) talm Vela Sem UR 
oe ele Look at Doom 64 might 

e. Midway (with the help of Peles 

good thing? Sure, 
back in early 1994, 
to look decidedly dated ES : 

£60 cart than another quick tri 
64's got its work cut out to be a 

have been pleasantly surprised — we certa 
Colter creators, ) areW hoy liay- 

- ae Cae 

a as. ie b : fee ae 

We + 3 Anagrig ‘ e ‘ 

2 bi a 
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way of doing things), you c 
Ue ieee ol acl eee 
problem, especially in the 
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If you use the D-Pad to move, you 
can of course reach the vital L. 
However, th 
fetid get 
and you' 

L Left Strafe 
R Right Strafe 

yale) 
B Next weapon 
Left C€ Previous 

Rae a 
ae sn 
yc 
B Next weapon 
Left € Previous weapon 

nt to complete the game, though, you Top € Map VZ-retoley 
might want to try one on! N64's tried- Right C Action Top € Map 

ol layouts. The only way Right C Action 
ith the control Bottom C Run 

& 
so 

GO! 
GO! 
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MONSTROSITY 
It's Doom! All (well 
most) of your old 
favourites are back to 
haunt you, albeit in 
new million-coloured 
and pre-rendered form. 

Unfortunately, the 
animation applied to 
your deadly foes is the 
same as in the original 
Doom — a limited 
number of sprites are 
generated and 
displayed one after 
another to give the 
illusion of movement. 
Although this is a 
tried-and-tested 
formula, its realism is 
dependent on the 
number of sprites 
available, and despite 
this being the same for 

_ Doom 64 as for 

Name: Zombie 
at Serta) 
rounds 
Hard? Nope. Two 
oN] cRel gan Colae- Od 
tea eC 
Five bullets 
Occurrence: Frequent 

oy 

Name: Shotgun 
Zombie 
Fires: Er, shotgun 
rounds: 
Hard? Nope. Two 
Lo I (oi Mola Van colar OLA 
ata ml 
Shotgun and a couple 
Olmak) 
bole ac ul4 marcel oale 

oe 

a Mn, a 

LE Tatars) 
aT c tras exe 117-119 
Hard? Five bullets or a 
shotgun round. 
Pick up value: None 
Occurrence: Frequent 
aC Uureae Wolo MC 

PSST ee] 

the — 

SO uae ee ele eo ho Mm Ree Cle RU mel i 

PICKED UP A CLIP. 

...is paved with good intentions. Or something. Anyway, the 
best way to give you an idea of what Doom 64's all about is to 
walk through a level. Let's take this one for example... 

Peis lena! ether 

Po tet see a Palau telat 

by one, shall we...? 

Doom’'s only survived as long as it has because it's 
such a good game. It didn't invent the first-person 
perspective game, it only seems like that because it 
was so good. 

All the levels in the game have been designed 
exclusively for Nintendo's console — you'll not have 
played any of these dungeons ever before. Also, all 
Aamo anU CMAN ae en ae-U o) ag) 9) (oak ARCH 
the added lighting effects and, well, everything, 
really — it's almost completely unrecognisable. 

Nope, it's a resolutely single player game. (How 
many people really organised two consoles, two TVs, 
two copies of the game and a link-up cable to play 
the PlayStation version? Not many, we'll wager.) The 
levels in Doom 64 have been designed with single 
player gaming in mind, making them about the most 
challenging you'll ever play. 

True enough, but the levels are designed so that you 
don't have to look up or down and you don't really 
miss not being able to. Also, the Analogue stick adds 
a lot to the game, really improving the feeling of 
movement. N64 Quake is ages away as well. 



Se CMe cL 

Ce Mt tod tT 

Pita tee 

Cree ee ee eee 

rounds 
Pick up value: None 
Occurrence: 
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Name: Cacodemon 
Tet rm ee eae) 
laser bolts 
Hard? Four shotgun 
irelv ares 
Pick up value: None 
Occurrence: 
Fairly frequent. Often 
appear in pairs. 

G 

«Mt 
n 3 
aA oe 

EU meen 
Fires: Green laser 
bolts, medium fast 
Hard? 10 or more 
elev EMCO LOL 
Bemis oon 
Pick up value: None 
beled e clita 
Most frequent of the 
Biro ce 

ca 

rae 
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Name: Baron of Hell 
Fires: Red laser bolts, 
medium fast 
Hard? Very. 14 or 
more shotgun rounds, 
Liem sl oe 
ata ee LO Sm Ohi celal 
guard a good pick-up. 
belt ie ¢-1 ila 
Cram Un ee aal (Ae) YL 
alan aelcolila Ae) Pe 

June 1997 



If there's one essential tactic in Doom, it's the strafe - the sidestep that allows you to 
avoid incoming fire while remaining facing at the enemy. However, there is an 
advanced way to use this command which quickly becomes essential in the later levels 
of Doom 64. Called the Circle Strafe, it's the best tactic to use when a number of super- 
tough enemies are attacking in a reasonably open-plan area. With the aid of N64's 
super hi-tech diagram service, here's how to do it. 

Doom’s baddies aren't the brightest, bless ‘em, and they'll always tend to shamble 
towards you whatever you're up to (Diagram 1). Fortunately, you can run a lot faster 
than your foe, and if you circle them a couple of times at high speed they'll constantly 
have to change their direction of shamble. The net result is that your pesky legion of 
the undead are soon herded into a compact central group (Diagram 2). 

Now comes the clever bit. Turn towards the freshly-formed pack and start firing 
with the most powerful weapon you've got. At the same time hold down left or right 
strafe and use your direction controls to keep you pointed inwards at your enemy (this 
is easiest with the Analogue). You should now be moving around the pack in a circular 

ion, firing constant! cle Strafing (Diagram 

LET SmUE iat Lele 
aie Sm Le fomcelencol cs 
eM OR Cnn) 
Hard? Softer than the 
Lata ee nec 
Cr erelecn 
Pick up value: None. 
Often used to guard 

se aioe OPM wee Tm cece CLL 
sg spi fee much as you'd expect, levelwise: finish 
Wereiioaaan off level x and move onto level x+1. 
Mee een eos However, once you've polished off 4 c 

Level 24, something strange happens — ee 
you warp bizarrely to the ‘final’ level, = = 

ae 

la ess A. BSS. 
eM, 

In the main arena here (while you 
X 

an SR em UM eee 
y A) every single monster in the game) 

SNe ae ee ea you'll notice three strange switches, each in a different lurid neon 
Se Ren colour. Now, you won't be able to operate any of these without at 
high speed lasers least one of three special keys, and you won't have one of these 
Hard? Fairly. Three or Scere ee ore el mm ele emt Cu MUr eM mel UL 
emo Lele) preceding levels.. age 

SCAG OR Weta So, you replay some levels and eventually find these super-hidden 
Pick up value: None 
Occurrence: 
Only in the later levels, 
and then not often 

keys. You make your way to level 28 again, avoid the incoming fire, 
quickly operate the appropriate switch and — lo - you're welcomed 
quietly to one of the three ‘fun’ levels, 25, 26 or 27. 

And what fun these three are. Consisting basically of three 
Sree Ure Moe el mem ORCL CRem Uli larly votre 
of the game's toughest enemies — Mancubuses, Arachnotrons, Hell 

eS and the really a scary Cyber Demon - in apparently Pe eee es 
Pid unlimited numbers. There’s not even much health, ammo or armour Ponte ies 

to help you. Complete all three and the final level and an extra Ena 
special super-final level is yours. 

Be ~~ AQ Multiple Mancubuses are 
Tmo) ce mem URC Ae 
ke ae Ao 

Name: Cyber Demon 
Lact eee 
destructive homing 
missiles 
Hard? Very. A direct 

Dre er OLS Fight your way to the end of Level 28 and you're faced with the biggest 
weal will finish you demon of them all. It's big, it's ineffably hard, it looks like a giant floating 
a ad ee — let's be polite — brown slug, it is the mother of all demons, and you 
ick up value: None ‘i 

should be scared of it. 
Occurrence: . 
SA te ate Pee Um CRU Um Ee cece ytd i 
and loads of missiles largely of pegging it around the place at very high speed. es be 

Circle Strafing works for a bit, but the mummy demon's Reem eatrar ate ey 
Te Ce eM ECS Ue MeL MTOM MTT [or Cs er oe 
might not be quick enough to dodge it. Of course, when ee ee a <3 
you're shooting around the place at height speed, atone 3 
pumping your foe full of lead proves tricky - especially as Pe pata eet 

Pro Wren rere erent ern 
you'll have already used all of your more powerful ammo 
fighting in your previous encounter. Good luck! 

LY ESV J 
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Wehr 

- 00m 64 could have been a 
| disaster. A bit of ported 
RSENS Cuma meas mel els 

levels from Doom, Doom Il and 
Final foYeTo eM meme aCe Se) 
polishing, and disappointed N64 owners 
Pol Ce Mim ue elie rm Cece 
again. Let's face it, Midway have hardly 
built themselves a shining reputation on 
the N64 so far, and it wouldn't have been 
that much of surprise to see Doom 64 go 
the way of Mortal Kombat Trilogy. 

But it hasn't — Doom 64 is very 
accomplished game, and one you can 
consider with confidence for your 
cart collection. 

First, and most importantly, you see, all 
the levels in Doom 64 are new. What's 
more, rather than the wide open spaces of 
those designed with multi-player action in 
mind, the N64's levels have a dark, 
claustrophobic feeling (accentuated by 
some genuinely scary music, it must be 
said) and a linear construction that’s 
designed to make them as difficult as 
possible for the single player. In fact, even 
with the difficulty set to the:default value, 
experienced Doom players will experience 
significant problems from about level 10 
onwards. Doom 64 might have cut the 
roster of baddies available but it certainly 
likes to pack in the ones it has in numbers. 

Part of Doom’s appeal has always been 
its ability to generate a dark, suspenseful 
atmosphere. Here, again, Doom 64 doesn't 
fail to deliver the same adrenaline buzz 
that helped make the game such a world- 
wide hit the first time around. When 
you're staggering around mid-level, low on 
health and with only a few shotgun rounds 

lB. 

Ela emcee mela 
eimai meta do a) 
Eel god CEE E-TOC OLG 

There’s no 
holding back 
meek 
and no ugly 
pixelation to 
(mal Uae 

It’s not a very 
good idea to 
ome) aI 
Velen elas : eet fre 
missile. Not a 
very good “insta ey 

eae nt te = 

Pala hele) 

left, the sound of an approaching 
Cacodemon is enough to send you into a 
sweating, joypad-thrashing panic. As for 
opening a door and finding your face 
unexpectedly full of aggressive hell's 
spawn, you'll soon learn to blast away at 
the most harmless-looking of cupboards 
Ditka com couse lc oan 

BIG ONES 
And with 29 levels (that we've found so 
far), Midway seem to have had no 
problem packing a game into 64 Megabits. 
The prophets of doom (sorry) who 
predicted that only Nintendo would be 
able to make decent games fit onto carts 
have been proved wrong. If Midway can 
stuff in a complete Doom game, all-new 
textures, rendered sprites and a full score 
of conceptual music, it can only bode well 
for the future and for anyone else eager to 
develop for the 64. 

Another plus point is the effortless way 
the change has been made from digital to 
analogue control. Although you can use 
UAT ole De Cer em eloee me) coia8) >) Neha 
thing to do. Moving arotindilevels is a joy” 
with the Analogue stick, and helps*to make 
Tome em Corel] Brann? eitaconl encom tie 
stop-go stumbling of the original versions. 
Also, when it comes to precision running 
and jumping (of which there is, thankfully, 
less than Turok), the Analogue makes 
things deliciously precise. Run with full 
stick forward and land with stick held 
slightly back. When computer games get 
their controls exactly right, there's no 
better feeling — and Doom definitely has it. 

One area in which the game does 

disappoint is in the animation of its 
monsters. All Dooms betray their age here 
— the distinctively jerky sprite work was 
cutting edge back in 1994, but three years 
later it looks distinctly sub-standard. 
Although Doom 64 boasts a complete re- 
working of all the monsters, presenting 
them in pre-rendered, Mario Kart-esque, 
million-coloured beauty, when it comes to 
making them move, it’s still only the bare 
minimum of sprites that's been used. The 
oe eMe com CUM ice meee ine la row lare me) 
million miles from the terrifying attacks of 
Turok’s assorted prehistoric bestiary. 

And, as good as Doom 64 is — its 
game structure, superlative atmosphere 
and smooth control — there's no way you 
could call it an alternative to Turok. Its 
limitations as a game (the inability to look 
up or down, or jump properly are the main 
problems) mean that however good the 
N64's version turned out, it was never 
going to challenge the mastery of 
Acclaim’s game. The comparison really is 
Mirela CMe MYLAN: Foe ela eee CLO EY 
modern descendent. The origindl:remains a 
desirable classic, but can"bewerreally 
compete in terms of performance with its 
modern alternative. 

So, the final verdict. Doom 64 is as 
good as we could have hoped — and 
maybe, with the inclusion of the secret 
levels, just a little better. If the game had 
been available on launch, it would have 
probably earned itself an N64 Star Game 
award but, with Turok already superseding 
it in terms of complexity and technical 
achievement, it can only lay claim to be 
the N64's second-best 1st person shooter. 

JAMES 

TO BE CONTINUED... 

eu) Besos i \ 
wastes all that money 
you've just spent on 
your cart. You don't 
want to know how to 
do it now, do you? 
Good. 

AOE: AG (¢@l- ea 
aVvVl 

8 VIsuALs 
Smooth, highly detailed, 
and dankly atmospheric. 
Fantastic up until the 

monsters move. 

Scary music, but the 
effects lack the 

background detail of 
Turok. Monster noises 

still disturbing, though. 

6 MASTERY 
In some aspects it's up 

there with Turok, but the 
weapon effects and 

sprite animation let it 
down. It's a very old 

game as well. 

Ss i ttgaon 
Ramp up the difficulty 
and this will keep you — 

happy for ages. The ‘fun’ 
levels are a welcome 

increased emphasis 
on puzzles. 

wT) llae 
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IMPORT 

perme. eet 

6 VISUALS 
Legible tiles, but nothing 

else much. 

‘7 SOUNDS 
Children's TV music, 

and soft clicks. 

Ola 
Er, no. 

5) LIFESPAN 
Missing it already. 

Madi las 
Further your Mah Jong 

education, but watch out 
for the bony hands. 

eo s 

What we'd give for a seven 
wan right now... 

JONG 
et's begin with a test: Does the 
chrysanthemum correspond to 
the woodcutter, or to the 
farmer? Answer at the end. 

Yes, Wil's busy laying out my 
Starfox review, so he's allowed me to 
have a crack at Mah Jong 64. And 
under his wise guidance I've successfully 
entered the University of Mah Jong, 
around which Koei have built their rival 
to Konami's Mah Jong Master (69% in 
N64 issue 1), and taken up the 144 
sacred tiles. 

The ‘university’ idea is what really 
makes Mah Jong 64, in fact. Unlike 
Konami's game, which is aimed at the 
more seasoned Mah Jong player, Koei 
provide you with all the facilities of an 
imaginary school of Mah Jong learning, 
including a library which, if taken full 
advantage of, should ensure you never 
improperly declare chow, pung or kong. 

But once you've picked your three 
opponents from the twelve available, 
noted your wind and settled down to 
the first of the 16 hands, Koei's effort is 
just a little less friendly than Konami's. 
Where Konami highlight pairs and 
triplets, ensuring you don't 
embarrassingly overlook a potential 
kong, Koei leave it to you to match up 
tiles. Definitely a more authentic 
approach — Konami's ‘assistance’ would 

SELAH @? 2 

Mah Jong 64 
KOEI 

SESE 

pdodzO 

surely be branded cheating at any 
reputable school of Mah Jong. 

But in terms of presentation, Mah 
Jong 64 lacks Mah Jong Master's 
distinctively chunky Konami look. There 
are some nice cherry blossoms in the 
university grounds, but the tables are a 
rather insipid shade of green. Instead of 
friendly faces during the game, you're 
subjected to the creepy sight of a 3D 

mained 
examined our UCCA 
forms more closely, 

we too could have 
studied here. 

A ed cele Tere) 
EMM Ee 

ca 2 PN 
rr 300] 

res er 
ower 

25, 000 : ee 
VN 
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5 sse TT Ree e: 
A The chap with the moustache is 

happy because he's just won a hand, 
fo (Ay oT MIME MOLE CLA 

rd Listen carefully and you can hear the 
cel te Mele Cel (CMe Lele LLL) 
flax blowing in the wind. Now, if 
someone'll just lay down a six-balls. 

animated skeletal hand moving tiles 
about. And you don't get the Mah Jong 
Groove Network, either. 

So, on balance, while there's a great 
deal to be said for Koei's interpretation, 
it's Konami's that we prefer to play. 

Oh, and the chrysanthemum 
corresponds, of course, to the farmer. 
And — yes — to the west wind. 

WE HAVE A WINNER! 
Our Ultimate N64 Evening In competition in issue 1 attracted more entries than any other competition any of us have ever been involved with 
Tim's going to count them up and reveal the exact number next month, along with the ansv 
you all in suspense. And we had this corner of a page that nee 

Lee Riley from Blackburn. 
Well done, Lee. You'll be receiving an N64, a massive telly, four 

ed filling up. So our winner is... 
, but in the meantime it seemed unfair to keep 

special N64 chairs and a load of crisps and drinks very shortly. And, well, 
condolences to everyone else. Do enter this month's brilliant Import N64 compo, though. 



The Back Stop 
feature is clever but 
doesn’t really work. 

Another bleedin’ 
failure. Unsurprisingly, 
the CPU constantly 
winning soon 

V becomes very grating 

“Hang on for Power Pro Baseball 4," we 
suggested in N64 issue 1. Oh dear... 

ooking at Konami's /SS64 this 
month, you'd imagine Konami 
could do no wrong with N64 
sports games. You might also 

imagine that, with only the entertaining- 
but-flawed Pro King Baseball to worry 
about, they'd have the world of N64 
baseball wrapped up. 

And Power Pro Baseball 4 (the ‘4' 
coming courtesy of a string of SNES-based 
predecessors) has a slicker, more detailed 
feel to it than Imagineer's offering, with 
smiley-face-laden tactical set-ups recalling 
the maze-like intricacy of Konami's football 
games. In-game there are also pleasant 
additions. You can have up to three cut- 
away squares at the top of the screen at 

POWER PRO 

BASEBALL 

Americans, eh? Tsch. Come 
in, steal all our sports and 
call them... (Fired! — Ed). 

any one time, giving a handy view of your 
first and third bases and the back stop - 
whose hands, incidentally, move in the 
relevant direction every time someone 
pitches at you, giving you a clue to the 
flight of the ball. 

But, alas, much remains disappointingly 
similar. Power Pro's controls are exactly the 
same as Pro Baseball's, so much confusing, 
unplanned scuttling between bases once 
again ensues. And again there's the 
depressing prospect of thwacking a ball 
out towards the edge of the stadium, 
legging it towards first base and then, due 
to the players’ dumpsome builds, being run 
out yet again. Big heads and massive feet 
are fine as long as they don't slow down 

TU) 
we 

Power Pro Baseball 4 

WA} 

your players. Here, they do. 
After a while you start to 
wonder whether first base 
actually exists or is just some 
Clash-of-the-Titans-style 
mythical land. 

Of course, Pro 
Baseball wasn't faultless by 
any means. But at least, when 
you did pull off a fancy shot, it 
gave you a chance to score. 
Even hitting the ball in the first 
place is a struggle here. Make 
contact in Power Pro and it'll 
either spin off behind you or 
go high, peak, and then 
plummet into the gloves of a 
CPU opponent (which, 
incidentally, will be so 

impossibly good that you stand virtually no 
chance at all of beating any of them). 

And so you're left to ponder just 
exactly what went wrong. Touted as being 
a huge improvement on Imagineer's effort, 
Power Pro does nothing more than 
convince you of baseball's limited appeal 
to we Europeans. There's scope for an 
enjoyable romp — especially with the cute 
character design — and inclusions such as 
Konami's Response Sound System (that 
appears to be emanating from loud 
speakers rather than the steamrollered 
crowd) should have made things uniquely 
entertaining. Instead, Power Pro 4 is even 
less tempting than Pro Baseball. 

TIM 

SNLZ Ka >< 
Pa SoS 

Just tap A all the time 
and you'll reach the 
game. Otherwise 

impossible. 

6 VISUALS 
The boxed additions 
are nicely done, but 

the crowd and replays 
are rubbish. 

7) SOUNDS 
Commentary and 

Konami's famed RSS 
make for a sonic treat. 

4 MASTERY 
Hardly rewrites console 
sports games. Lacks any 
real inspiration, actually. 

5) LIFESPAN 
The CPU is ludicrously 

good and the game lacks 
user-friendliness. 

VERDICT 
Hugely disappointing. 

And, once again, fails to 
explain the attraction 

of baseball. 



Importing games is great. You get 
the latest N64 releases, 
sometimes up to twelve months 
before they hit British shores. aA UT eZee) ear 
And then you realise you can't If the all-too-common nightmare of accidentally wiping level-loads of 

data from your recently acquired memory pack haunts you while traipsing 
understand a bally word... through Saving and Loading screens in English-speaking games, be 

especially wary of the minefields that are the Japanese versions. 
0, how do you remedy this Fine, then. But, like someone Understanding Japanese data options is, perhaps, the most important 
problem? Well, actually, said in Neighbours once, “Where part of any import game especially if the game in question has no battery 
there are several courses in damnation do | get hold of back-up and, therefore, relies totally on your filling of the pad’s 
of action: (a) you can be of — one?” Well, hold this copy of N64 designated card slot. Look out for the “Data Load” or “Save Game” 

Japanese origin; (b) you can enroll to your ear and you'll be able to screens — some of which will carry an English monicker — and then follow 
in a Japanese language course at traverse the easiest, most our quick A-Z... 
your local college; (c) you can wait = comprehensive guide to 
for the American release; or (d) you understanding Japanese video 
can search out an easy-to-use games anywhere in the world. 
guide to Japanese video gaming. Read on, kodomora... 

START and OPTIONS 
In most games — Japanese or otherwise — the very first pickings will be a 
Start/Options screen from which you can choose to Start or, erm, go to 
the... um... Options. Oh. 

Starting a game shouldn't be too hard for anyone familiar with the 
processes of using their fingers, but an Options menu may take some 
getting used to. Further sub-menus contained therein will vary depending = nthe 
on what kind of game you're playing. Football games, for example, delve ' , i: — aah Ae creer 
deeper into the processes of match length, weather, offsides and so on, peepeeniatle = ON i a ea 
whereas something like Mario Kart has hardly any specific options at all : ) 
and more readily relies on choices in things like courses, players and race 
speed. So, if you're wanting to chop and change, you'll need to know 
the difference: 

Pe Epa LO Le 
EN eet 



P 
Everyone likes a bit of ear-candy, and most games give you the chance to 
amply satisfy your sonic needs. However, fiddling copiously with the 
given options is a relative breeze compared to finding the actual Sound 
options in amongst, frankly, frightening amounts of Japanese text. 

Once located, your Sound menu is likely to offer you the choice 
between Stereo and Mono, the level of Sound Effects and the Volume. 
Look out for deceiving menu items, though, like Japanese Pilotwings’ 
BGM (Background Music) option which, although ultimately obvious, 
throws you a little to begin with. Indeed, many Japanese offerings opt for 
English as opposed to their native language due to its ‘coolness’ in Japan, 
so when a menu item is labelled “Sound”, it does actually mean sound, 
not “Erase Data” or “Quit Game”... 

anese! 
nderstand those Import Games 

DIFFICULTY 

Games like Perfect Striker are positively crying out for some difficulty 
tweakage, and knowing whether you're upping or lowering proceedings 
is, of course, vital. The actual names given to each individual difficulty 
setting will undoubtedly vary depending on what game you're playing 
but, as a general rule, most will opt for the traditionally safe Easy, 
Medium and Hard. 

However, variations such as Novice, Beginner, Expert and Advanced 
are creeping into many a title, so it's worth using your eyes and brain to 
figure out which one's which. Having said that, though, it's really only 
when developers start to come under the influence of Doom that things 
start to get complicated. If you thought the hilarious “| own Doom” or 
“Watch me Die” was confusing enough in English, then in Japanese 
you'll last about as long as Keith Floyd in Threshers. 

Eon ir) 

an hy ae ee ee 

Next month! A new column on 
TO 3 3 co NTI | 0 3 D. ** understanding Japanese text 

4 



get a ‘perfect’ 
120 Stars the 
fastest in 

This speed guide format is aimed 
primarily at players looking for extra 
challenges on replay. Nevertheless, it 
contains all the additional information 

you'll need if a few of the total 120 stars have 
continued to evade you. We still suggest 
newcomers should play the game unspoilt by 

the advanced tricks and shortcuts revealed 
herein unless absolutely stuck. It 

was a tougher and more 
rewarding experience, 

as we recall, getting 
», 120 in the original, 

unfathomable 
\ Japanese... 

Furthermore, 
some of our speed 
tricks are much 

harder to perform 
than the expected 

solutions. If you get 
stuck, take the more 

obvious route to the Stars. 

REPT a Last month we showed you how to find 70 stars 
PREVIOUSLY TS TY) and ‘finish’ Mario as quickly as possible 

COURSE 9 
Dire, Dire Docks 

See last month’s N64 for how to collect the sub-deck star in record time. 
We've tried hard to get on top of the red ceiling mesh from the sub's 
conning tower and can confirm that an invisible wall rules out the possibility. 
No chance of an easy 100 coins this early, therefore. 

Open the treasure chests below 
your entry point in correct 
order. Starting with the chest 
nearest the lone clam, work 
anti-clockwise around the outer 
wall and leave the chest beside 
the whirlpool till last. Thanks to 
the currents, collecting the star 
is just asetricky as releasing it. 

Once you've beaten Bowser in the second 
Dark World, his submarine disappears 
forever and is replaced by a set of 
supposedly-functional poles sliding back 
and forth on the pen's ceiling. Use them as 

__ transport to collect the eight red coins, 
adjusting your height to intercept them. 

‘+, © Hitting the purple !-switch actually creates 
- two cork staircases, the second being 

further along the quay and granting easy 
access to the concrete platforms. 

Pressing A while on a 
| pole causes Mario to 
| jump directly backwards: 
| line up your camera 

angles to take 
advantage of this fact 
when transferring from 
one to another. 

In the absence of the sub, a 
bubble vent on the pen’s ocean 
floor begins to produce shiny, 
watery rings that rise from the 
grate. Swim straight down 
through five consecutive rings to 
make the star appear. To grab it 
from the grate, though, you'll 
need the Metal Cap from the 
green !-box on the quay. If 
you're fast enough 
then you can 
perform this task by 
simply standing in 
the centre of the 
grate while wearing 
the Cap and jumping 
for the star just 
before the 
enhancement fades. 



Star 5 
Tumbling into the water from your entry point, look for the manta ray 
circling below and chase it. As with star 4, you need to swim through five 

consecutive rings emanating from 

Your oxygen/health meter is 
replenished with a ‘priming’ ring if 
you miss one, allowing 
uninterrupted attempts. Sadly we 
called it a stingray too, Nutkinites, 
until we were reliably set right on 
identifying the manta ray by its 
distinctive horny head. Cripes. 

COURSE 10 
Snowman’s Land 

REE (= 
Hold Z to crawl inside the igloo (see 
Shortcut 1) and you'll be presented with a 
claustrophobic maze. The final star is 
sealed in a block of ice above the corridor 
in front of you. 

In the far right corner is a blue !-box, 
but it’s totally enclosed by transparent walls on both 
sides. The Vanish Cap is indeed the solution to the 
maze, but obtaining it is another lateral thinking 
problem. SMé64 is a truly 3D game, and if you look up 
at the walls enclosing the box you'll see a handy gap 
at the top where a flip or jump OVER the maze wall 
will let you in. 

Invisibly, there’s also a vertical gap at one corner of the Pink Bomb's 
enclosure where you can squeeze inside without a Vanish Cap. Prepare that 
cannon now! 

Leta 
With cannon Shortcut 2, obtain the Koopa 
Shell above the lake to safely collect all 
eight red coins. Use it to look further along 

__ this high border ledge, on the outskirts of 
the course where flowerhead 
Spindrifts gather, and in the 
deadly ice-water below star 2's 
boss arena. 

Ete 
Use Shortcut 2 but headcrack the left-hand !-box this 
time. A star! See how easy it is now? 

tite} 
Cast a glance left and you'll immediately spot a 
translucent ice cube puzzle near your entry 
point. Climb into the puzzle from the side with 
yellow coins in the snow, move two spaces 
forward (two ‘block’ lengths), turn around 180° 
and backflip. You should alight near the open 
top of the ice cube. Now simply drop down a 
similar shaft in the roof a little further on. 

its tail to make the star reveal itself. 

Star 6 
A submerged cage 
deep in the sub pen 
protects the star. The 
lateral-thinking 
solution rests in 
combining power-ups: by simultaneously donning both Vanish and Metal 
Cap from the !-boxes on the jetty, you can sink rapidly beneath the waves as 
Terminator Mario and use your sparse ghostly form to penetrate the red 
mesh barrier. 

Bonus Star 
Have you figured out the rhythmic button- 
press technique for powerful swimming 
strokes? With only 106 coins available on 
this course, you'll need to collect at least 
one of two five-coin lines placed near 
dangerously strong currents. The whirlpool 
might kill, but it's the underwater sub door 
that can insidiously knacker a speed 
attempt by sucking you out to the 
waterfall of Peach's castle. Miles away! 

Use your camera to search the room of mirrors on the castle's first floor: 
one blank wall is revealed as the course's secret entrance in its reflection. 
For stunning results and an easy life, the speedster's Strategy is to collect 
stars entirely in reverse. Open cannon Shortcut 2 with Shortcut 1 before 
doing anything else and avoid the tasks that originally made this place 
seem unfriendly. 

Piet? 
Follow Shortcut 1 and pick the Koopa 
Shell but drop back down to the lake 
and follow the outer wall clockwise, 
eventually heading up a ramp to the 

_ glassy arena where a spikehead marble 
__ boss is busy asserting himself. Using 

the Shell counteracts the slippiness of 
__ the glass floor, so you just need to 

keep bumping him 
head-on to propel 
him into the 
deadly sub- 
temperatures below. 

eT 
If you want to do it the proper way, you need no more than a double jump 
to grab the ledge above the dark tunnel from which the lake's rolling ice 
ramps emerge. Make your way up around the Giant Snowman, then imitate 
the Penguin's movements back and forth to use him as a shield against the 
Snowman's breath. Cross the glassy bridge this way and it's a short climb for 
the star. Fail and you lose your Mario Cap as you're blasted clear. 

A sneaky alternative — and you'll kick yourself — is to backflip to the 
Penguin's head and let him carry you across! Quicker still, though, is to.aim 
the cannon for the tree on the Giant Snowman's head (it conceals a 1-Up) 
and slide down to the star. 

CCU tal 
The coin stashes in the walls of the igloo are a necessity for the full century. 
Use the cannon to bounce yourself off the grey-green wall at The Giant 
Snowman's midriff and you can reach the igloo without the Koopa Shell. 
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COURSE 10 Warps and Shortcuts 
Warp 1 
From entry point, turn to face the sheer outer wall and follow it left (thus 
moving anti-clockwise round the edge of the course). Stand in the shade 
of the second tree you encounter to be warped to another tree near the 
icy lake. 

Shortcut 1 

Use warp 1 and continue anti-clockwise, leaping to a T-section in the 
centre of the lake. When a spindrift flowerhead approaches you from the 
water, jump on its protruding bonce and 
guide your sycamore spin high over the 
wooden wall directly ahead. You'll find 2x5 CxO ANB 
yourself on a path with two !-boxes. 
Bop a Koopa Shell from the right box, 
surfing back down to the lake to look 
for a coin-marked incline left of the 
rolling ramps (you'll need bunny hops to é 
get all the way up to the igloo). Crawl a 
inside and follow the instructions for star 
6, but make sure you talk to the Pink 
Bomb first. 

COURSE 11 
Wet-Dry World 

Start the course with minimal water and use 
Warp 1 to re-materialise beside the cannon 
grate. Simply drop off the right side to a 

lower ledge and bop the 
yellow !-box for the star . 
You could also head butt 
it by leaping from the 
water, and Miyamoto 
wanted you to ride the 
arrow blocks, but hey... 

Flood the course with Shortcut 1 and 
swim forward to a brick ramp on the 
wall ahead. Dispatch the purple petard 
at the top, cross 
the plank bridge 
and don't dally on 
the rotating island 
to reach the yellow 
!-box at the very 
highest point. 

This requires comprehensive exploration of 
the upper course to visit all five secret 
locations. Numbers will flash above your 
head if you try: 
* pushing the lowest metal block 
* using a somersault/wall-kick to bump the 
yellow !-box 
above it 
* pushing 

the next-highest metal block into the 
wall cavity 
¢ bopping the !-box on the lone brick 
column with a signpost 
e similarly, the !-box above the cage 
holding star 4 

oa 

Shortcut 2 
The cannon emplacement 
is in a shallow near your 
entry point (deliberate, 
surely?). Centre your sights 
on the left end of this 
fence, then raise the 
cannon vertically to a pale 
gap in the cloud strata. With the correct angle it is indeed possible to 
scrape onto the ledge bordering the lake, swiftly supplanting the spindrift 
method for borrowing the Koopa Shell again. 

The height at which you jump into the picture of the pond-skimmer 
determines the subsequent depth of the water on entry. A normal jump leaves 
it half-full, while barely scraping over the picture frame's lower edge removes 
practically all water from the course. Saves messing with switches inside. 

Initiate this task with no water and punch away the cork block at the base of 
the central cage set in bricks. Climb to the purple !-switch, trigger the cork 
steps and get on top of the cage. Step off the other side to the protruding 
wooden platform, part of which will sink to carry you down. As you near the 
ground, jump off and run inside the cage ready to jump on the inner part of 
the platform. Presuming you get on it in time — for which, you can't beat the 
good old reverse somersault — you'll ride this elevator back to where the star 
is imprisoned. 

Use Shortcut 1, creating an unusually high waterline and swimming down 
behind the corner cage to our parochial Atlantis. Once below, find the low 
diamond switch to drain all water. Your 
first task here is to smash all cork blocks 
and gather the red coins — an odd glitch 
meaning that you can see the coins 
from further away than the cork 
textures encasing them. Wall-kick back 
and forth between buildings to climb to 
their rooftops. 



Shortcut 1 to the realm 
beneath the waves, this 
time using the Vanish 
Cap to enter the drowned 
city's corner cage (you 
can save time by passing 
through the brick walls of 
the central ‘courtyard’). 
The purple !-switch down 
here creates a stepping 
block inside the cage 
that's supposed to help 
you up, but the seasoned 
pro can ignore it in favour 
of a speedy somersault- 
into-wall-kick. 

With care, youscan amass just over 100 in the upper course 
without any lengthy diversions to the sunken city. Don't 
forget our double-jump trick for bopping coin boxes and 
intercepting the contents before they scatter. 

COURSE 12 
Tall, Tall Mountain 

Simply make your way to the top of the mountain via the 
vined wall. Can't miss it. 

This star is trapped in a 
cage suspended high 
above the falls. You can't 
break it yourself, so return 
to the mountain top and 
meet a second monkey. 
Unlike the little cap-stealer 
below, you should catch 
this fellow and 
release him. He'll 
lead the way 
and send the 
cage crashing 
down, freeing its 
pointy prisoner. 

To find all the red 
coins, look for 
four on the giant 
mushroom patch 
and four on the 

You can't kill the 
gophers, but 
stomping eight of 
them does earn 
you a 1-Up. 
The star itself 
appears on the 

mushroom nearest the vines. 
A simple long jump will get 
you across, and should you 
overshoot then a rising 
thermal on the far side will 
pluck you from a tumbling, 
screaming death. 

gophers’ vine wall. 

VEU Sele me lirelata ic 
Warp 1 

One of the course's diamond 
‘floodgate’ switches sits above a 
pale column of rising steps, 
patrolled at the top by a Spark. 
With the water evacuated, stand 
still in the corner recess at its base 
to be teleported right up to the high cannon emplacement. 

Shortcut 1 
Pull a triple flip or reverse somersault 
to enter the course and you can flood 
it with more water than can be 
introduced using the diamond 
switches within. It IS possible to 
reverse somersault to the Pink Bomb 

without this but, for speed purposes, you can ignore the 
cannon completely. Swim straight to the cage in the near 
corner of the course and leap out of the water to grab its edge, 
climbing over and swimming the long passage to reach — 
blimey — a whole new Atlantean sunken city! 

Avoiding the treacherous pitfalls of the winding mountain 
trail is the entire basis of this course, so instant warps and 
easy shortcuts are necessarily absent. With practice, 
however, you will find it quicker to scale the vined wall 
behind the gopher holes. 

Shortly after leaping the falls and passing the gusty oriental 
cloud, look for a suspiciously square panel in the wall. 
Touch it and it will ripple, letting you know you can dive 
through. This secret area leads to a slide race (albeit one 
without a timer, curses). It's a toughie, and the only way to 
take it is by maintaining full speed to overcome its banked 
turns, twisting tracks and ramp leaps. Before starting the 
slide, check behind you for a 1-Up and a coin. 

Hit the purple !-switch near 
the top of the mountain. A 
very obvious cork block : 
appears in front, clearly for grabbing those coins, but 
you've also created another block in the waterfall further 
on. Use it to jump to the niche behind the falls. 

Sidereal 
Secrets 
If you read last month's 
guide and the launch issue 
walkthroughs thoroughly, 
you'll have little trouble 
finding most of the 15 
hidden stars. This detailed 
list should remedy your 
hunting woes. 

Princess's Secret Slide (2 
Stars) 
One star for finishing, one 
extra for a time of under 21 
seconds. Using last month's 
shortcut, our record best is 
now 0'16"2 = beat that! 

The Yellow Rabbit (2 Stars) 
A bunny appears in the castle 
dungeon at 20 and 50 Stars. 
To capture him, just keep 
chasing without bumping into 
walls (you may need to steer 
‘blind’ on some corners, but 
you'llsoon learn his fixed 
route) and,press B for a diving 
tackle when close. Another 
method involves trapping him 
in one of the dead ends, 
stepping just close enough to 
make him bolt, then grabbing 
with B as he passes. 

Talk To Toad (3 Stars) 
Some of the mushroom people 
in the castle are holding Power 
Stars for you. Talk to them 
when your tally is high enough 
to collect (see last issue's star 
Schedule for details). 

Cap Switches (3 Stars) 
As revealed in issue 1's 
review/walkthrough, each of 
the Cap Switch Courses 
contains a hidden star to be 
earned by collecting the eight 
red coins. 
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Bowser's Dark Worlds 
(3 Stars) 
Similarly, there are eight red 
coins on the approach to the 
green pipe before each Bowser 
confrontation 

The Secret Aquarium 
(1 Star) 
Step through Course 3's door 
and look up above the fish 
tanks on either side of the 
room. There are two dark vents 
high in the walls that require a 
backflip or somersault to reach. 
One hides a 1-Up Mushroom, 
the other a bonus level. Collect 
all the red coins and circle the 
star plinth for another 1-Up. 
The window on a freakily 
purpled cloudscape is proof 
that Miyamoto secretly strives 
to mess with your head. 

Wing Mario Over The 
Rainbow (1 Star) 
The clock tree in the castle's 
third hall is flanked by two 
balconies, via which you reach 
Course 15 or this bonus level. 
The pink islands host cannons 
to launch Wing Mario to higher 
cumuli, the trickiest red coin 
being inside a translucent grey 
cloud, Hold up-C in flight to 
line up precise butt-slam 
landings; annoyingly, you're 
dumped outside the castle if 
you fall. 

66 

Ascend the mountain WITHOUT climbing the vine wall and 
you'll cross a bridge to find the first monkey and a red 
Flyguy. The Pink Bomb is hidden in a ravine just below where 
you'd jump across. Talk to him and use Warp 1 or Shortcut 1 
to reach the cannon. Aim your sights like this to be sure of 
colliding with the star on the distant mushroom. 

ES es | 

Complete the star 4 slide race, run into as many coins as you 
can but don't collectithe star.again when deposited outside. 
Instead, jump over the fence and you'll touch down just 
behind the course's entry point. Now you can top up your 
coinage to 100 with the easier pickings on the mountain trail. 

COURSE 13 
Tiny, Huge Land 

Tiny Land. Make two long jumps to the far green pipe and 
squeeze into it for Huge Land. Punch out all five giant 
Piranha Plants on this same platform and the star will appear. 

Make your way to the top of the 
mountain with Shortcut 1. On the 
green slope just below the summit is 
a yellow !-box containing star 2. 

é) N64 0'22"6 

Use Shortcut 2, pop through the pipe to Huge 
Land and head down the hill for another challenge 
from Koopa The Quick. 

Because of the adverse gusty forces at play on 
the plank bridge, it's essential to make time 
beforehand and cut the slope with long/triple 
jumps and a B, B dive into a run. Also, remove all 
Goombas before you talk to Koopa. You need to 
finish in under 0'24"0 to stand a chance of 
beating him. 

Warps and Shortcuts 
Warp 1 
The mountain's only teleport is found by working across 
the giant mushroom patch near the base and standing 
at the centre of one of the smallest, ungarnished 
redcaps. Your dissembled bodily components will be 
reconstituted on a narrow precipice that leads solely to 
the cannon. 

Shortcut 1 
Quicker than the warp, simply jump off the track just 
before the gopher holes and use the aftertouch of the 
analogue stick while Mario is in mid-air to curl him to 
the ledge underneath. The cannon is at the far end. 

Enter the small left-hand picture and Mario dwarfs the 
diminutive features of Tiny Land; scramble into the vast 
right-hand picture and he reaches Huge Land. Generally, 
it's faster to move around in Tiny Land and use a green 
pipe to transfer to the identical spot in the other world. 

Visit the five secret places in Tiny Land. 
¢ the mousehole near your entry point (beach side) 
¢ the cannon's recess 
¢ the cannonball source 
¢ the tiny entrance to star 5 
¢ at the summit of the mountain 
The star appears on the floating island (near !-switch). 

eines MOS 
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The 8 red coins are actually inside the mountain. Use the cannon to reach the 
tree or take Shortcut 1 only as far as the grassy slope and stop on the flat to 
cross the wooden bridge to an entrance above the beach. It's very easy to 
overestimate the distance between columns — normal and double jumps will 
suffice for most. You need wall-kicks to claim one coin (in the corner above 
the star). And hey, look up! 

tes eey 

Reach the mountain's flat top in Tiny 
© Land and butt slam the centre of the 

pool. A weeny hole will appear, 
draining the water. Make a green 
pipe transfer to Huge Land and 
return to the summit, where the 
same hole remains and is now big 

a, enough to drop through. 
| The Wiggler boss isn't particularly 

- taxing, even when he gets mad. 
' Simply jump on his head three times. 

COURSE 14 
Tick, Tock Clock 

The very first star you'll see by climbing the tower, it sits in a cage beside a 
conveyor belt. 

Head up past star 1 
until you reach the 
platform at the top of 
the pole. Dodge the 
clockwork dustpan and 
use the rotating triangle 

od 
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to cross. The star is Aoaseees om BAZ, gual) fi 4 
beyond the che “7 Ys) ao 
blocks and pendulums. é 

ax8 @ “oy siete&FR_— Climb to the grille 
platform above your 

: ‘ entry point and wait for 
3 _ the wooden clock hand 

ies to swing round. Jump 
_ on, move to the pointy 
' end and ride it toa 

niche on the far side of 
the tower. For ease, set 
the clock running slow — 

_ the time you save will 
- outmeasure the use of 

-. moving parts. 

This course has more coins than any other if you butt-slam the giant 
Goombas for blue coins rather than yellow. Mario's odd roundhouse sweep 
(crouch with Z, press B) can chip those irksome micro-Goombas into orbit. 

Warps and Shortcuts 
Warp 1 
The purple !-switch in Tiny Land creates a temporary bridge to a floating 
island. Should the bridge vanish, the solitary coin indicates a warp 
escape. Like the pyramid warp in Shifting Sand Land, this is only a one- 
way ticket. 

Shortcut 2 
Tiny land. Double long jump to 
the green pipe, drop off to the 
purple !-switch and run along the 
cork bridge until you have 
enough speed to reverse 
somersault to the cannonball run 
above you. Press A again when 
you land for a double jump to the 
green pipe. 

Shortcut 1 
Huge Land. Head through the 
‘mousehole’ in the wall and onto 
the beach. Stomp the Koopa for 
his shell and skate off to the 
right, bunnyhopping up the rocky 
slope. Continue heading upward 
with careful hopping to turn each 
corner. With the right route, 
you'll make the summit in under 
a minute. 

At 50 Stars, the door to the uppermost hall of the castle slides open. The 
entrance to this course is actually the clock set high in the ‘tree’ at the 
centre of the hall. There are no warps here! 

Again, a slow clock makes for leisurely progression. Climb as high you can 
and watch for the wooden clock hand that will carry you round to a conveyor 
belt. A timely double jump from here will place you firmly on the head of the 
blue Thwomp, thus using him as a lift up to the highest star. 

No CxS weGS eet OH eam 
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When you encounter the second set of 
rotating cubes, look for a huge unvisited 
grille platform within long jump 7 © 
distance. The star in the ‘ 
cage above it can only — 
be reached by climbing 
the square pegs jutting 
from the wall. Tougher 
when they're moving, 
of course... 
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With the clock disabled, the rotating wooden slats near your entry point now Warps and Shortcuts 
lay horizontal and serve as steps to all eight red coins. 

Shortcut 1 
The big secret to this level concerns the time at which you step through 
the clock face. Keep an eye on where the big hand is pointing and time 
your entrance to implement the following memorable effects: 
Twelve — Entered on the hour, the clock mechanisms stop dead 
Three — at a quarter past, the clock will run slow 
Six — neither one hour nor the other, the 
crazy clock runs backwards and forwards 
Nine — rapidly approaching the hour, the 
clock runs fast 
Needless to say, deactivating the clock's 
obstacles makes your task faster and 
simpler: try out our Shortcut 2 and you'll 
discover that only stars 3 and:4 require the 
hands to be turning. 

a et 

Shortcut 2 
With the clock mechanisms halted, it 
seems you can only climb as high as the 
Spark-patrolled pole. But wait! Step onto 
the yellow lift platform above the heart 
restorer and run along it towards the 
centre of the tower, then reverse 
somersault back at the outer wall, and 
you can pull off a wall-kick to reach the 

Double-jump when opening !-boxes to stop your bounty rolling off the ledge. triangular ledge directly above. 
The blue coin switch near star 2 amounts to a healthy 35 smackers. 

COURSE 15 ive splines es op alte asec ue Gaede 
5 5 and clear barriers, but it will vanish if you don't return quickly. Jump clear 

Rainbow Ride before the rainbow track ends. Dead rugs regenerate at the start of the track. 

The eight red coins are concentrated in a 
vertical maze beside the four spinning 
islands. Consider it a test of your prowess 
with somersaults and wall-kicks. Don't 
underestimate the bombs at the base, as they 
can unexpectedly push you off. 

From Shortcut 1, head across the spinning islands and ride the next carpet. 
Jump to the left carpet when it dies, finally using that crouch and short jumps 
to pass under and over the arms of the giant turnstile. The first star is on the 
prow of the winged galleon. 

Take Shortcut 1 and cross the swinging bridges, using reverse somersaults to 
get up the doughnut planks before they fall, and proceed past the wooden 
slope to the pyramid blocks. They invert when you hit the !-switch, becoming 
temporary steps. Jump two steps and backflip for the upper flight. 
Alternatively, it's possible to drop to this star by leaping from the star 6 island. 

As before, but take the right carpet 
at the end of the second ride. 
You'll pass twice through the great 
hall of the sky castle; on the second 
attempt you must be ready to jump 
from the rear of your carpet to the 
front, clearing a flame jet that 
shoots from the fireplace. Hang on 
here and you'll fly all the way to 
the roof, where the star awaits. 

Make as if collecting star 4 but 
turn left to climb the stepped 
wooden slope patrolled by a 

Goomba. 
Another swing 
bridge carries 
you to this easy 
star. Oops, 
forgot to 
mention the 
flame jet... 



The cannon on the aft deck of 
he winged galleon points to a 
rainbow ring. Shoot Mario 
through the centre, aiming to 
catch the pole of a floating 
island, and use Z to drop 
instantly when the purple 
petard stops. 

Can't find the Pink Bomb? 
Then read what follows. 

Should you fall or 
get flamed from your 
carpet in the great 
hall, step outside to 
the edge of this 
verandah and 
teleport to the top of 
the vertical maze. 
Grab a 1-Up from 
the !-box and ride 
the doughnut planks at the end for more. 

You can avoid the first slow carpet ride. Turn about at the 
start of the course and you'll see a platform with a tall 
blue pole. A simple Z+A long jump is all it takes to reach 
it, grasping the pole and heading up (for the spinning 
islands) or down (for stars 4 and 5). 

The two platform-linked poles near the winged galleon 
are intended as an escape route back down to the 
spinning islands, but you can use them in reverse by 
taking the second carpet ride as far as the cork block. 
Springing safely from the upper pole calls for some tricky 
aftertouch, however. 

Bowser’'s Dark World 2 
As you may have noticed in Lethal Lava Land, the sinking 
platforms usually have a narrow spot where it's safe to 
remain before moving on. Exploit this when searching for 
red coins, some of which are cleverly concealed. 

You'll find one coin in the corner of a yellow cage 
reached via a green pole. For another you should step on 
and off the elevator in the cage, let it rise, then drop 
through the gap it leaves. 

Incredibly, one end of the entire level ‘concertinas' on 
hinged ramps. Look for the coin's shadow spot and wait 
ico cola 

The penultimate red is camouflaged and can only be 
seen half of the time, being enveloped by a flame jet on 
Lately Ke Om NZ 

Finally, get the coin on the last pole raft and make a 
handspring to the ledges above for the star. 

Because of his newfound teleporting powers, Bowser 
must be defeated with a new procedure. When the arena 
stops rocking, run to the far edge and stand facing 
outward. After considering the distance, Bowser will 
charge. As soon as he draws close, stylishly backflip over ea 
his head and grab his tail while he dithers. The nearer you is 
stand to a bomb, the better. The Big Key left behind will ak 
open the double doors in the castle's main hallway. 

SHLSUVLS OTL .199403d, VY LID OL MOH 

Bowser’s Dark World 3 
For a splendid shortcut to bypass the Whomp, ride the 
first blue ferris wheel until your platform is highest, then 
backflip to the path above. 

Two of the red coins on this level are deviously 
hidden. For one, drop from the first ferris wheel to the 
plateau and check the side for a tiny ledge. The other is 
right at the end of the level, just after the windswept 
forum. Walk up the final blue steps to the green pipe but 
stop to look over the edge. The very last red coin in the 
game is on a narrow ledge right under those steps. 

Now that you're here, you can earn infinite 

attempts at beating Bowser’s Last Stand by finding a 1- 
Up behind a column at the base of the blue steps. This 
mushroom is replenished every time you're expelled 
from the green pipe. 

It will take three bomb blasts to destroy Bowser. The 
first two can be administered as in Dark World 2, but the 
collapse of the arena necessitates an accurate throw to 
finish. If you're hurt by blue homing flames, look for red 
flames that turn into coins. 

120 Stars! 

Loads more super Mario 64 secrets 
TO 3d 3 CONTI LY ED... and little quirky bits next month 
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eC ddl lated 
Transmission title: Results of collecting 

Challenge Points 
ed scanner (a mapping device). 

: Fly as an X-Wing in the Skyhook Battle. 
errata and unlimited ammo in the Doom levels. . 
ar Wampas in the Doom levels will follow you and help kill your enemies. 

. Sere Easy and Medium are accessed by holding the camera button for five 
oer Sear prize is accessed by holding Crouch for 15 seconds. Prizes are not transferable 
Pra mele isa os 

. 

co 
. 

=Priority: a ae 
smission title: Mos ae Pye Point Information 

: Twelve 

A) | 

rae eat Point 1 is on 
ea a raised ledge to the 

em Umi Amu 
ramp you come to. first CP. The 
Jump from the top of second 
TUR Umea Morale ame) 
angle and raise the UTM alae le(o 
front end of your bike BUT 
(Sa tlrart aen a scrashed 
Analogue) to land on ship. 
the ledge. 



Challenge Point 3 
ama MOur om ae a MUL) 
air above the second ramp. Pull 
back on the joystick to ensure you 
collect it. 

Pe EU Te i 
Return to CP3’s ramp and jump 

MIS URC Om UCM t te ele 
CMC OM CU mC marti a 

Before yqu pass thi 
tunnel, Challenge Po 
Timm e mem UME 
CUM s 

Challenge Point 6 : 
At the same large building, go 
behind the counter and left into 
the corner. Challenge Point6 , 
should be here. 

Challenge Point 7 
Me eR URE ace acc 
ahead of you, Challenge Point 7 is 
hidden in a corner on the left. 

Challenge Point 8 
Setar om eUrl Culm eae 
you'll come to another large 
building with a counter. Challenge 
BS MUR Ue eco 

Challenge Point 10 
As you ride through the des 
Challenge Point 10 will bey 
Sarlacc pit. Keep a reason: 
as you fly over it to ensure® 
don't get sucked in. 

Se LF: 
Pel mc aie rem 
and approach a second. The final 
Challenge Point is on top here and 
can be accessed by flying up either 
ramps to the left and right before 
PUT aE aaa tie 

Additional: Swoop Gang 
There are ten Swoop Gang 
em OME Como 
EV Fc UCU ar le! 
hold their speed. Use you 
mM lem MECC) 
into walls or other 
Co) Stel tC AM OL os 
opportunities for this 
come at arches and 
doorways in Mos Eisley 
PUM uC Murlicl Waal 
of the road out to 
i TF-4¢ ae Ot UN oa 

Challenge Point 1 
Go through the first door. The 
im eur Cu eee US 
LM el ai 

Challenge Point 2 . 
Go past the Storm Trooper 
accommodation and turn right 
to find Challenge Point 2 

ae nts Peint 3 
ESM NM Um eee Rael 
AEC Ul er 
way around the cog on the left. 
The Challenge Point is in the 
la rom 

Challenge Point 4 
After the final set of revolving 
cogs, the fourth Challenge Point 
is on top of a ledge to the right. 
aol e-Uimiomm oe al e 

Challenge Point 5 
Step on the revolving platform 
and duck the high bar and jump 
Oa um eM LU 
Challenge Point is on the long 
structure in front of you. 

Challenge Point 6 
Challenge Point 6 is located in 
the same position as ChaJlenge 
Point 5 on the opposite side of 
Tue 

Challenge Point 7 
In the freight room, behind the first 
Ce eR Ue ae eo 
the second floor (on the left as you 
enter the room). It's hidden in a box. 

, Challenge Point 8 
Te Le Le 
side of the second floor behind the 
door on the far right as you face it 
(nearest the wall where you entered 
the freight room). This Challenge 
Point is hidden in a box. 

Challenge Point 9 
After crossing the bridge to the right 
side of the freight room on the third 
floor, Challenge Point 9 is in a box 
in the middle room. 
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Challenge Point 10 
After you've beaten the Loader 
Yer MOLE Cae aOR EM cuTiTe 
the Super Computer. * 

Additional: Loader Droid 
Data files obtained by our agents 
Ea CUM lu) SU oe yt 
show a weakness in the 
Col CUTS omersl oF LelL omen  CS 
Loader Droid. The Droid will 
ST Nal el MUM moll 
Etre Car Mic mV LUE. 
Tele TMotatmel mM eurUle-l) 
grabber. To destroy the Droid, fire 
with Blaster or Pulse Rifle 
ammunition, side step, turn 
slightly and step forward to aim 
back at the droid before firing 
again. This tactic (circle strafing) 
will keep the attacker moving 
around the Droid in a circular 
fashion and if carried out quickly 
enough, always one step ahead 
of any retaliation. 

Challenge Point 1 - 
Descend the spiral pipe and make 
your way along the corridor at the 
Ye MEUM ae Ue Met ae Le) 
you should see a small niche on 
your left. Activate the secret door 
here, kill the guard and collect the 
Li meer oe ele 

Challenge Point 2 
When you arrive at the large 
vaulted room, shoot the two small 
Dianoga in the water and then 
CMM mcd Our <3 

MEM MMe a Um eLE 
EU Ue ae 

Challenge Point 3 
In the large circular room, there 
are two switches underwater. 
When activated, these will open 
up an underwater room just above 
TUM UF UC ULL} 
UH CR Ul Mote y 
Tia (ele 

REV T Fom i  | s 
area ee mule Eee 
TUM em Ue Um Cele Ure| 
enter the pipe. Follow this pipe 
and jet pack up at the end of it. At 
the top, you'll see a square 
corridor. The fourth Challenge 
Point is down here on the left. 

Pq EU TTF yt 
Return from Challenge Point 4 
Ue lamer Co Mel UME Li ae Uoel | a 
half way. Enter the square 
torridor, move along to the next 
Beier B (my-Ce mel Tie om 
pipe here and fjnd the Challenge 
Point at the end. 

Challenge Point 6 
Open the security door and shoot 
the Dianoga before jumping in the 
PEN em Our Ure wel any 

water in the left-hand corner. 

Challenge Point 7 
We emcee 
with the rotating arm, the seventh 
a curse aac) its a 

met rea me) a) 
room. Jet pack up to it. 

Challenge Point 8 
TM Umum Um cece ume Leite 
PURO Cur mae mM ie Lg 
in the centre along with some 
Disruptor Ammo. 

Challenge Point 9 Fi 
After you pass through the revolving 
gears and through a door, keep to 
your right. The final Challenge 
Point will be in a small alcove on 
your left. p 

Additional: Giant Dianoga 
Information from Rebel Bio 
databanks indicates that the 
PE e eeu a ced 
PEM ur acre uaa 
take to living in the sewage 
systems of large installations. 
Boa tee clei 
rue ae mou ae 
and their sole weakness is their 
oiler meee Lo 

When engaging one of 
these creatures, maintain a 
central position above the 
mouth while aiming at the eye. 
Coy asim elem ura ey 
direct threat. Do not drop too 
close to the mouth and keep a 
close watch on your air supply, 
using the jet pack to re-surface 
when you need more oxygen. 



Challenge Point 1 - 
Pass through the automatic door 
and enter the room with two levels. _ to the second one and jet pack 
On the second level is a switch down. At the bottom is Challenge 
which, when activated, opens a door Point 5. 
directly opposite it. The Challenge 
Point is inside but be quick as the 
Ce loTolmra oom pm Leah 

Challenge Point 5 5 
PNM ora Um meee eM Co 

Challenge Point 6 
Behind Challenge Point 5 is a secret 
door that leads down a hallway and 
into an area where you,can fly up to 
the sixth Challenge Point. Get out 
Ue Cr Merce ae ele 

Challenge Point 2 
When you reach the first elevator, 
jet pack to the upper switch and 
activate it. This enables you to jet 
Pre a Om em Cel elu Mem URE LE 
Mm Ue OUnU Cure mele) 
WET ae en ae a CCM Lie 
some Disruptor ammo. 

Pee TTC rd) ae | 
Cross the second bridge, but, before 
its end, jet pack off and around to * Challenge Point 7 
the right. Fly through the window, | When you get to the section with a 
shoot the guard and claim the ledge running alongside the big 
Pym e MOU Crom wel Lae Liem OC) cogs, jet pack down to the ground 
Ee and coltect Challenge Point 7 on 

Nel mi 

Challenge Point 8 
In the circular tower room where 
you need to activate the green 
switches, Challenge Point 8 is 
located in a small niche just below 
the lowest platform. 

Challenge Point 4 
Activate the switch and jet pack 
BETS CMU MMU AZ Les 
Pee ee Maleate ta Ail] 
LUC CUE UC eee 
EeruTS Se ammo. 

Challenge Point 9 
COT MUM (im CU. Mem 
opposite side to the green switch), 
-asecret door is hidden at the end of 

Li bu allio -ending corridors. 

Additional: The Skyhook Spacestation 
Your flight to the Skyhook will be hampered initially by an attacking fleet 
of TIE Fighters and TIE Bombers. Attack these using the same tactics as in 
your escape from Hoth (Mission 3). Briefly: use missiles on the more 
dangerous bombers and phaser fire for the fighters. 

Once at the Skyhook, your first objective is to knock out its.defensive 
turrets, one on the end of each of its four arms. These turrets can quickly 
eC CCUM acre MOM UMMC LM aL CLS Ett otd 

Clic Tee URE ee Oe ce ore 
Reem ee RRM RRL Ua MeN irra 

CUE UM UROL aU MC Ler ORM eee Loe 
fire. During this attack run, weave your ship to avoid incoming turret fire. 

Once turret one is destroyed, attack the next from that direction (thus 
eliminating incoming fire from turrets other than the one your attacking) 
and repeat your attack run. Turrets three and four can be destroyed in a 
similar fashion. While you are engaging the turrets, ignore the battle 
taking place around the Skyhook: the Star Destroyer is immune to attack 
and other Rebel forces wil) engage the defending TIE Fighters. 

Challenge Point 10 
Rather than take the final bridge, 
through to the Gladiator droid, turn 
the other way and open the secret 
door at the opposite end. Challenge 
Ta EM Lie Me elm uU mel 
Disruptor ammo. 

Additional: Gladiator Droid 
Col emma ei ie ue Ce 
Xizor's armoury, the Gladiator Droid divides 
into three autonomous units which must be 
Ce Rel ae me UU ely 
PPM eee come cee MME Co Coe UC 
advised as such: 

Stage 1 
Keep to the rear of the machine and fire up 
from as close as possible. Circle strafing 
(described previously) can also be used. Use 
Blaster fire and conserve more powerful 
PU ella care Bc 

Stage 2 
Param Meee U TMT a 
SSCP CMM CM es mela om 
seeker or Disruptor fire. When counter- 
attacked with Seekers, drop down and shelter 
against the wall. Jump back to the central 
section and repeat. 

Rr : 
NU mene UMM OM Nae USC 
Clea Auer Mem Oe OT) ee CCl 
ema eam li Cem Lm cel ace ola Com 
Ss ela ECR Cm el MC mem uel Fd) 
away, shoot quickly and then keep moving to 
avoid taking damage from your own shot. 

When all the turrets are destroyed, enter the Skyhook structure at the 
end of one its four arms. Approach the opening with air brakes full on and 
navigate down the arm avoiding the obstructions. As you approach the 
reactor core, fire one missile. Now turn left and fly out of the arm now 
directly ahead of you. Exit the arm at the end, release the air brake and 
make a rapid 360 swooping turn to re-enter the arm, again with air brakes 

eli 
Repeat this attack plan until you 

have hit the reactor core from each 
arm entrance. When your fourth and * 
LESS Memeo elem LL 

need to try and exit the Skyhook at 
full speed, but still managing to 
avoid all the obstacles in your path. 
If you don't’make it in time, you 
will be destroyed along with Space 
Station as the reactor core turns 
lilies mood ores 
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With 13 game-genies now 
Ore h meee rule dl 
call of duty, it's only a 
ara x-taoie C4 (Curae) dC 
telephone and speaking your 
brains if you're stuck on a 
peculiarly challenging game. 
TT marae ile Com dole) 
much trouble, here at N64 
EVE aT mea) we ele da) 
ek lat-la Maite ele: Ao 
age chat with the ever- 
ovely Nintendo Hotline... 

Lu 

WHAT IS THE NINTENDO HOTLINE? 

We're a team of expert games players who use our vast knowledge of all 
things Nintendo to help gamers in distress. Staff selection is very strict, 
so you can always be confident that when you talk to a councillor, they 
are one of the finest gamesplayers in the country and the perfect coach 
for your gaming skills. 

Open seven days a week, 365 days of the year, the Hotline deals 
with over 2,000 calls a day, spread over the various Nintendo platforms. 
To guarantee that your call will be answered quickly and your problem 
answered swiftly, we have doubled our staff and increased our weekend 
opening hours. 

Call us on (01703) 652222 (NOT a premium rate number) and pose 
your game questions. We should be able to provide you with the 
answers, whether they're directions, cheats, passwords or simple advice. 
The Hotline is open Monday to Friday 12pm to 8pm, and Saturday and 
Sunday 10am to 6pm. 
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NINTENDO 
Like we like to say, like, sometimes, games will always be tricky. Well, some of 
them. Obviously you'll only struggle on Shadows of the Empire if you can’t 
work out the difference between your TV and coffee table. This month, however, 
the plentiful calls we received only seemed to concern the whys and wherefores 
of water's finest racing representative. That's Wave Race. So, look and, as they 
say, learn... 

The best way to succeed in Wave Race 
64 is by practising. Use the Time Trial 
mode to learn the layout of the course 
and only race the physics-defying 
computer when you're completely ready. 
Furthermore, there are three vital tips 
that can guarantee better lap times and 
end results: 

* Power Boost: At the beginning of each 
race, the announcer will blurt, “Three, 
two, one, go!" As soon as he says, 
“Go!", press the A Button. If you've time 
things correctly, you can start the race 

with maximum power. This might take 
some practice. 
* Quick Recoveries: If your rider falls off 
or loses his grip on the Jet Ski, quickly 
tap the B Button. This will allow the rider 
to jump back up on the watercraft 
quickly and continue racing. 
¢ Jumps/Short Cuts: Jumps slow down 
the speed of the watercraft, so avoid 
them where possible. Also, several 
courses have short cuts in them. Watch 
the other racers because they'll always 
take the short cuts. Once you've figured 
out how to shave valuable seconds from 
your lap times, you'll certainly be a 
contender for first place victories. 

Course Breakdown 

A nice, gentle introduction to the game, 
with long easy straights and widely 
spaced buoys. Watch out for the hairpin 
bends at either end, however, as they 
can easily spell disaster if you take them 
too tightly. There's a small amount of 
leeway to be gained by clipping the 
beach at either end, so use this to your 
advantage when racing against the three 
other CPU players. 

A slightly more difficult course with the 
bright sunlight making the choppy 
waters even more of a test, so be careful 
taking those corners. 

The best tip for this course is not to 
‘float’ over the ramps. If you must go 
over the ramps, make sure you hold 
down on the stick as you clear the top, 
otherwise you'll lose vital speed. Also, on 
the second corner, don’t keep to the 
bend too tightly or you'll miss the ‘R’ 
buoy as you turn. 

With visibility reduced during the first 
two laps, Drake makes his lake a 
particularly difficult proposition. Take the 
first two corners tightly and head for the 
left hand path as the course splits around 
the island. This path always seems to 
gain a few seconds over the outside path 

(AAS VOWEL 
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but make sure you swing back tightly for 
the next buoy. 

The posts on the final straight usually 
cause a few problems, so keep your eyes 
peeled and over time learn the clearest 
through them. 



HOTLINE 
Marine Fortress 
Another problematic course for anyone 
using Ayumi or Ryota, as the choppiness 
of the water means you'll most likely 
spend more time in the air than in the 
water. On the first course, though, you 
can use this to your advantage by flying 
over the sea wall on the first corner. Make 
sure you come round quickly for the fairly 
close buoys, however, and if you think 
you won't make it, don't try. On the third 
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corner, there are some nasty crates 
hovering about, just waiting to take you 
out, so don't start over-estimating your 
prowess as you speed along at maximum 
power. On the hardest difficulty level, the 
steel door just after the second bend 
opens up, allowing you to take a 
spanking short-cut through the narrow 
tunnels. It's pretty difficult, mind. 

Port Blue 
Almost immediately, you'll find this 
course gives you a choice of paths. 
Take the left one through the 
building for a slightly longer but less 
difficult path. The white knuckle 
ride of the right path is also a short- 
cut on the Hard difficulty level. 
When you get to the last straight 
before the final bend, steer close to 
the ship to avoid the ramp. If you're 
not careful, this will lose you speed 
and put you off course. 

Twilight City 
A horrible nightmare of a course with a 
veritable minefield of objects to crash 
into. Actually, you'll have to know the 
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course inside out before you can garner 
any sort of world-beating time, but there 
are a couple of things worth knowing: on 
the first straight, there's a ramp which 
leads over a wall offering you the chance 
for a ‘groovy’ short-cut; and on the 
second straight, there's a sandbar which 
can be given a going over without any 
loss of speed at all. The third straight is 
self-explanatory, with mines needing to 
be avoided AT ALL COSTS. 

Glacier Coast 
The icebergs in the water are the main 
problem, but with David Mariner, the 
heavyweight pie-eater, you can cruise 
through them with little or no difficulty. 
The lighter skiers will have disastrous 
problems. The second corner is tricky, 
with the entire bend covered in a sheet of 
ice. Take the corner wide to avoid 
careering off course, then cut back in to 
scoop past the buoys directly after the 
bend. The ice platforms leading off the 
third straight can slow you down 
considerably, so try to avoid them. 

Southern Island 
This course has a short-cut on the second 
straight, where the pier juts out across the 
water. On the first lap, hit the ramp (after 
the boards sticking out of the water), then 
pull back on the stick to gain height and 

dive under the pier when you get close to 
it. On consecutive laps, the water level 
drops to allow you to take the short-cut 
without using the ramp. One of the 
trickiest obstacles is the ship that impedes 
your progress on the second and third 
laps, so make your jumps carefully. 

Game secrets. Oh yes Mama. 

Wave Race 64 
(Nintendo) 

Killer Whales at 
Southern Island 
If you've scored over 35 points 
before you reach Southern 

Island in the Championship 
Mode, you'll see a Killer Whale 
swimming near the pier. But — 
get this! — notch up an overly- 
respectable 45 points and two 
baby Killer Whales will turn 
events into a family affair. 

Swimming Penguin at 
Glacier Coast 
A large swimming penguin will 
appear in the icy waters of the 
Glacier Coast if you take first 
place in every Championship 
Mode round up to that point. 
Hard, but worth the effort. 

Ride the Dolphin 
Select Dolphin Park in 
Stunt Mode. Now, go 
through all of the 
rings and complete 
the following stunts: 
handstand, spin (ride 
backwards), stand and 
somersault, barrel roll 
left off a ramp, barrel 
roll right off a ramp, 
flip off a ramp and 
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then dive underwater from a 
ramp. If you've done things 
correctly, the dolphin will squeak 
when you cross the line. Exit the 
course and select Warm Up in 
Championship mode. On the 
Character Select screen, hold 

Down on the 
control stick and 
press Start to 
choose your rider. 

» Once you start 
the Warm Up 
mode, you'll be 

"riding the silken 
fin-machine that 
is the dolphin. 

_ Extra Dolphins 
_ To see a school of 

baby dolphins, 
chase after the 

regular dolphin as precisely as 
you can. Whatever the little 
blighter does, you do. On the 
second lap, you'll notice the 
dolphin jump the dock after the 
starting gate. This means you're 
well on your way. Continue with 
this game of cat-and-mouse 
until a baby dolphin appears. 
Follow his mother a further lap — 
without hitting anything - and a 
second baby dolphin will appear. 

NB: You can access a giant 
dolphin, but you need to 
complete the warm-up mode 20 
times on the trot. Hard work, 
but it's there if you want it. 
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BLAST CORPS 
Jonathan has quickly been (Rare/Nintendo) 
acclaimed N64 champion at 
Starfox 64. Playing the game 
night and day since it arrived 
in the office, he's been 
mastering the art of 
accumulating the all-important 
hit score, vital for accessing the 
game's Expert mode. 

The challenge N64 
Magazine is setting this month 
shouldn't be too hard for those 
of you already in possession of 
an import cart. If you can beat 
it, send in some photographic 
or video evidence to: 

TURBO START 
In true Mario Kart style, you can 
achieve a Blast Corps turbo start by 
simply using your ears and fingers in 
silken conjunction. Press the 
acceleration button on the last ‘beep’, 
just as the light turns green, and you'll 
more than likely shave precious 
seconds off round times. Pleasant. 

NBA HANGTIME 
(Midway) 

Surely the most fascinating cheats ever 

High Score! to be printed in N64 Magazine. 

N64 Magazine, 
30 Monmouth Stree PLAYER DUPLICATES 
Bath, Improve your teams performance by 

having duplicates of star players. To 
access a duplicate, enter their last 

. name and ‘0000' for the PIN number. 
\ All of the duplicate players below use 

_/ a 0000 PIN. 

BA1 2BW. 

Name _ Player 
We'll print the best score next At Penny Hardaway 
month and reward the winner Cliff Cliff Robinson 
with a memory pack from 
Spectravideo and maybe one 
of those 55-in-one key chains 
that have been eating so much 
of our time recently. 

CT ee Mme Te 
RODMAN rt} MAYBERRY laa 8) 

Pr] 
PIPPEN 

vidr David Robinson 
ar Hakeem Olajuwon 

Sean Elliot 
2 Patrick Ewing 

Gle Glenn Robinson 

Grant Hill 
Horace Grant 
Larry Johnson 

Starfox 64 Her 
156 hits on Level 1, Corneria. 

Shawn Kemp 
Jason Kidd 
Karl Malone 
Reggie Miller 
Dikembe Mutumbo 
Alonzo Mourning 
Gheorghe Muresan 
Scottie Pippen 
Dennis Rodman 
Glen Rice 
Rik Smits 
Jerry Stackhouse 
John Starks 
Spud Webb 
Chris Webber 

HIDDEN PLAYERS 
Choose from the selection of non-NBA 
players below. 

Name _ Player 
Dan Amrich 
Bardo 
Carlos Pesina 
Daniel Thompson 
Dan Roan 

Sal Divita 
Eddie Ferrier 
Geer 

Jamie Rivett 

Japple 
John Carlton 

€ Jennifer Hedrick 
Jonhe Jon Hey 
Komt Ed Boon 

(???) 

Marty Martinez 
Med Mednik 
Minife Minife 

Air Morris 

John Tobias 
Larry Munday 
Vinikour 
Nick Ehrlich 
Neil Funk 
Patrick Fitzgerald 
Matthew Perry 
Kevin Quinn 
John Root 
Shawn Liptak 
Sheridan Oursler 
Mark Turmell 

Pin 
2020 

6000 

1010 

ACCESS NUMBER CODES 
The following codes are entered at the 
‘Tonight's Matchup’ screen. Use the 
Turbo button to control the first 
number, the Shoot button to control 
the second, and the Pass button to 
control the third. Let's face it, hit some 
at random and the chances are 
something's going to happen. 

Code Result 
025 Baby Sized Players 
048 No Music 
111 Tournament Mode 

Fast Passing 
Stealth Turbo 
Maximum Speed 

3g No Pushing 
161 Unlimited Turbo 
BS Hyper Speed 

; No Codes Allowed 
616 Block Power 

)9 Quick Hands 
802 Maximum Power 

a7 Goal Tending 

SEQUENCE CODES 
When the screen switches from Team 
Select to Tonight's Matchup, enter 
these codes. The code box should 
flash if you do them correctly. Again, 
chances are, some random button 
scrabbling will produce something, but 
here's a full listing anyway. 

Code Hold Up, press Turbo and 
Pass at same time 

Result Big Heads 
Code Up, Up, Pass, Turbo 
Result Huge Heads 
Code Rotate D-Pad clockwise 

starting with Up 

Result Shot Percentage On 
Code Left, Left, Pass, Turbo 

Result No Tag Arrow 
Code Down, Down, Shoot, Turbo 
Result No Drift 
Code Hold D-Pad Right and press 

Pass, Pass 

Result No CPU Assistance 
Code Hold Left, press Turbo twice 

Result Rooftop Jam 



Ladies and Gentleman, we have a winner. Mr 
Roger Vance form County Down is not only a 
master at Wave Race 64, he's also a bit nifty at 
taking photos of the TV screen. 

Zy's Challenge Time, Wave Race, Sunny Beach course 

Roger's time 

Congratulations, Roger, a Super Pad Plus is on its way to you. Sorry to all those readers 
with a UK copy of Wave Race — your times will be significantly slower due to the slightly 
dicky Pal conversion. 

I'M THE BEST! 
Your feats of N64 daring 

My best times on Mario Kart: 
Mario Circuit 01'18"87 
Noko Noko Beach 01'28"91 

(lap 29"31) 
Kinopio Highway 02'38"34 

| beat your Wave Race score on 
Dolphin Park. Mine's 16778. Not : 
bad, eh? (Sorry about the photo, 
though, | forgot the flash.) ‘be 
Adrian Brace, Haverfordwest Mi 

aig (lap 52"25) 
Congratulations, Adrian. And I Yoshi Valley 01'48"38 
photographic evidence, too, to back ; ~_A(lap 35"06) 

READERS’ TOP FIVE TIPS 
Reh RC mea Cm Roe y1( 
Tom MMU Meurer MU Lemme: 
eller mule ule mele re) CUCM ot) 
we've already printed, but in amongst the also-rans 

are a couple of real gems. 
This month's Controller Pak winner is Jonathan Ashby, 

PR UIM US Meum Colma eV ere eOCLOL COCe) 
you, sir. We would have printed the diagram you sent us but 
it was too scary. Well done to everyone else who got a 
position in this month’s chart — exclusive N64 pin 
badges are on their way to you. 

eC su 2 
Driving in a Gyrocopter? Tish, 

idee VacMenll (ohm) (eee tar 
around the USA, now that's 
really something. 

There are two teleports, and 
Lt VAL aoe TU) 
Francisco, if you enter the green 
building using the left-hand door, 

Gem Ariiar- eMac 
left-hand door, you'll find 
yourself in New York. In Toronto, 
if you enter the hangar you'll find 
yourself exiting in Florida. Both 
teleports require you to use the 
Jet Pack, and they'll save you 

eee Mm olan oo) 
cities. Cool, eh? 

; 

Jonathan Ashby, St Neots 

Se beea yee 

2 Super Mario 64 
Triple Jump from the 
main door into painting 
that leads to the Wet Dry World. 
BU lm el 8g 
high, making it very easy to talk 
to Pink Bomb. 
J Deakes, Doncaster. 

3 Wave Race 64 
You can do flips and barrel rolls 
on the island sand banks (Drake 
Lake) and on the ice sheet 
(Glacier Coast), which is handy 
for building good scores in the 
CSAP al amu Lele om 
eee cella @ Und 

4 Super Mario 64 
Go to the third tree from the 
waterfall at the start and 
handstand on it to get an extra 
life. Now go into the castle and 
back out again —- you can now 
collect another extra life in the 
same way. This process can be up your claim. Most galling. Ed 

Find va That's a fine time for Mario Circuit, but 
enclosed KYFALL what are you doing Time Attacking Kinopio a 
pictures of Feats ees = Highway? It's a pretty dull course 
my best ToER BEST STAYS _ shite nh Ed 
times on : i: 
Blast Corps' My best time on Mario Circuit 
Skyfall level is 01'31"74. This is nowhere 
(00:03.1) near as good as yours but | 
and Mario can't find the shortcut. Could 
Kart's Luigi Circuit 
(01'46"97, best lap 
00'34"95). 
Roger Vance, County 
Down 

So, not content with winning the High Score 
compo, eh? Ed 

YOUR TOP 
nig 
Found an interesting cheat, tip, 
aay meme Lo mm one) 
in one of your games? Then 
oe aM seem sta) 

Mid Reel) ae eae 
SUC U nee UL Cn a 
Mum Rel awe ure ico) 
be Smee eo m UC 
coveted Number 1 slot we'll 
SRM ure amt 
bit special. Don't send us stuff 
we've already printed, though, it 
DEUCE eae 

release. Ed 

Bruce Duthie, Glasgow 

you please show it in more 
detail next issue? aaa 
Jon Rimmer, Southsea 

We'll be doing a full guide to Mario Kart 
(including all the short cuts for all the 
courses) next issue to coincide with its UK 

roe em ACN A 
mam Paul Howard, Salford 

} fn 
Pont < 
~~ 

Tm tele oY 
If you want a speedier method to 
stand on all four pillars (Shifting 
Sand Land), use the Koopa shell 
and skate up them. | can manage 
a time of 30 seconds from shell 
to inside the pyramid this way. 

Te omc og 
Harta mA La 4 
Cap method I've 
seen printed as 
itso) (OL ela 

_. Chris Chadwick, 
Gresford 

pos Rap Be go 

ea 

Och bore 

rs 

Pe 

inl idle ieee eae 
It's for [game name]: Name 

Address 

And I've found that if you: 

Post code 

Send to: Tips Extra, N64 Magazine, 30 Monmouth St, Bath, BA1 2BW 
If you don't want to cut up your magazine send a photocopy 

instead, and continue on another bit of paper if you run out of room. 
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“Taking 
the biscuit" 
| don't want to get into the “my 
console's better than yours” debate, 
but it's crystal clear that Sony made 
THE Games look very foolish 
indeed when they cut the 
Playstation to £130 just three 

‘ days after the N64 was 
er\ J eg released. Nintendo have 

«Py g responded well by cutting 
Saee the N64 price down to 
LE £150. We know all about 

‘early adopters’, but... c'mon-a 
40% price reduction within two 
months of launch is taking the 
biscuit. | imagine anyone who bought 
the N64 at £250 will be feeling more 
than just a bit gutted. 

How could THE Games have 
been so short sighted? They thought 
they could suck dry their first wave of 
consumers and get away with it — 
and I'm sure that they've more or 
less succeeded — but I'm afraid that in 
the long term it's exactly this sort of 
contempt for loyal customers that 
continues to undermine confidence in 
Nintendo as a company. 

Nintendo have a great machine, 
thanks to Silicon Graphics, and they 
have great games to complement 
their console. But unless they start to 
show some respect for the consumer 
then they'll never really be anything 
but a distant second place to Sony. 
Van Dieu, via e-mail 

That pretty much sums up the tone 
of the 11,914 other letters, e-mails, 
faxes and phone calls we've had on 
the subject of the N64's price cut. 
Our shoulders are damp with your 
tears. Ed 

@o [NeYT 

ello, readers! Out of the 11,950 letters we've 
received this month, 11,914 have been from 
the embittered owners of £250 N64s. There's 

more about that earlier, in Planet 64. Meanwhile, 
here are the other 36 letters we've been sent. Do 
write in if there's anything N64-related on your mind. 

“Oh joy, 
oh joy" 
So, March 1st has been and 
gone. The agonising wait was 
worth it. | must admit, | was so 

excited when | went to pick up 
my N64, | ran home from the 

shop and straight through the front 
door (| didn't even bother to open it), 
and proceeded to unpack my new 
pride and joy. After several seconds, | 
had the machine up and running 
with Super Mario 64 in the slot. Oh 
joy, oh joy, to have such amazing 
graphics on a home console! 

And to think this is just the 
beginning. The potential of the N64 
is unimaginable. Just wait until the 
software developers ‘get to know’ 
the machine's true capabilities. The 
excitement is just too much! Imagine 
what the graphics are going to be 
like in Turok 2! The first Turok blew 
me away — the speed was perfect, 
and the dinosaurs... blimey! They 
make the dinos in Jurassic Park look 
like rubber models! How can Turok 2 
improve on this? I'm getting scared, 
really scared! 

If | was married, I'd divorce my 
wife and marry my N64. And as I'm 
not married, | think I'll marry my N64 
anyway. Anyone fancy being my 
best man? 
NintenDave (name changed by deed 
poll), London 

Blimey. Calm down. And get some 
frozen peas onto that black eye, or 
no-one'll marry you. Ed 

“Tem pting her" 
Who are these James Ashton and Tim 
Weaver people? Are they more old 
Super Play reviewers that slipped my 
notice while | was reading my back 
issues? If not, replace them. How 
about Matt Bielby and Lisa Nicholls? 
And if Lisa doesn't want to come 
back, try tempting her with copies of 

Pop'n Twinbee and, most 
importantly, Syo the Seal on the 
SNES. And you must, you really 
MUST bring back Helen McCarthy to 
do a page or two on anime. 
Max Henderson, Twickenham 

You've got to let go, Max. Super Play 
is no more. Lisa is happy among her 
retired puppies, and Matt now only 
plays video games secretly at home, 
on his own, where no-one can see 
how rubbish he is at them. Ed 

“Effectively 
undercut” 
Everybody knows that while we pay 
£250 for our PAL N64s, the 
Americans pay only $200, 
considerably less. ($750 now, 
actually — Ed) I've been thinking that 
if an American mail order company 
stocked up on PAL machines, they 
could sell them to us overseas at the 
same price as NTSC machines. This 
would mean big business for them 
and a chance for British punters to 
get their hands on the machine for a 
fair price. With the legitimate market 
effectively undercut, Nintendo UK 
would be forced to bring their prices 
down to a more reasonable level. 
This sounds pretty good to me, but 
will it all come true? 
F Huntley, Ashtead 

Brilliant! But... no. Can you really 
see Nintendo supplying PAL 
machines to American mail order 
companies at American prices, 
forcing themselves to reduce their 
prices here in order to compete with, 
er, themselves? No. Ed 

“Can't 
understand" 
About a year ago | saw a games 
console called an Atari Jaguar which 
Atari claimed to be 64-bit. When it 
was released, hardly anyone was 

excited. But when the Nintendo 64 
came out it was on TV and in a few 
of the papers. And when | went 
down to Comet the N64s were all 
sold out. | can't understand why. 
Both the Jaguar and the N64 are 64- 
bit. Why is everyone going mad 
about one and not the other? 
David Cooper, Newport 

An excellent question. The ‘64-bit’ 
side of the Nintendo 64 is actually 
only a small part of making it such a 
great machine. Far more important 
are the Silicon Graphics processors, 
which allow it do do all those 
amazing 3D things, and the support 
of fine software developers like 
Komani, Acclaim and Nintendo 
themselves. The Jaguar might have a 
64-bit processor, but its graphics 
hardware is relatively primitive and 
it's only got one decent game — 
Tempest 2000. So no-one's interested 
in it. Ed 

"This 
championship" 
In the first issue of N64 you told of a 
Mario Kart 64 championship 
concerning the Mario Circuit track. 
Having followed your tip for a short 
cut, I've managed a time of 1'18"87. 
Slightly pleased about this, | phoned 
up the Nintendo Hotline to find out 
more about this championship. If 
Nintendo themselves were reaching 
times of 1117", | thought that | must 
be in with a chance of winning one 
of those golden controllers. 

However, this Chris character 
that | spoke to at the Hotline said 
that he couldn't tell me anything 
about the game, never mind the 
championship. 

You said Nintendo love us ‘early 
adopters’ of import machines. Yet the 
Hotline, it seems, doesn't. 
Nevertheless, | thought I'd write to 
you, the Editor, since you seem as 
enthusiastic as me about this game. 
Bruce Duthie, Glasgow 



Some unfortunate misinterpretations, 
here. First, the Mario Circuit 

competitions are only being run in 
America and Japan, as they're the 
only places where Mario Kart has 
been officially released. We know of 
no plans to do something similar 
here. Second, the Nintendo Hotline 

can't help you with import games, as, 
being an official outfit, they're only 
geared up to help with official UK 
games. And third, Nintendo love 
early adopters if they go out and buy 
their official PAL machines, but they 
despise people importing machines 
from abroad as it throws out all their 
plans. Nice Mario Circuit time, 
though. Ed 

“Thinly 
disguised" 
I'm in the development business 
myself, mainly dealing with 
conversions from one platform to 
another. The thing that takes up most 

You all moan enough about games not being everything you'd 
hope for. So here's your chance to tell the world's developers 

of the time in a skew to a different 
platform is the amount of re- 
rendering of useless intros and boring 
in-game videos. On a PC game the 
actual game code takes up around 
300K to 500K; the rest is eaten up by 
graphics and sound. If you look on a 
CD and see how much data is actually 
on the disk, you'll find that only a 
fraction of the disk is used. On some 
games it's impossible to see the data 
as it's so small. 

Now, with the so-called limited 
memory available to the N64, 
developers will have to write a game 
that's actually playable rather than a 
thinly disguised, poor quality effort 
shrouded in useless streamed video. It 
reminds me of the good old days, 
when the humble Spectrum had some 
really great games (and some really 
bad ones) squeezed into a minuscule 
48K. You had no memory for flashy 
graphics, so the programmer had to 
work on the gameplay rather than the 
graphical content. | know it might be 
my nostalgic, rose tinted glasses 

exactly what they should be doing. 

MARIO 5-A-SIDE 
Liking football but also liking 
Mario, |'d like to see Super 
Mario Five-a-Side Football 64. 
You'd choose your players from 

idea. Ed 

Sort of like Gauntlet, then, but 
with a storyline. A splendid 

MORE OLD CLASSICS 

It would be lots of 
sports mixed up, 
along with stupid 
commentating. For 
example, you'd run, and on 

giving me a better-than-it-was view 
of things, but | still play those games 
on my Spectrum emulator and a lot of 
them are still really playable. Mario 64 
is a great example of this — forgive me 
- ‘old’ style game — a really playable 
game that gives you freedom to 
explore and to play it how you like. If 
Mario had appeared on the PC first, 

what would it be? You'd probably be 
greeted with a half hour long intro 
showing Mario buttoning up his 
dungarees and the game itself would 
only be half as playable. 

If these animations are really 
needed they can be done with the 
engine that runs the game. Apart 
from some of the special effects, all of 
it is achievable. It just takes a little 
more effort, which some publishers 
aren't willing to spend time on. I'ma 
games artist, and | know what goes 
into a game, but | would rather spend 
another month on animating the 
game's characters than doing an intro 
that, after showing your friends how 
great it looks, will never be seen 

again. You could use the in-game 
character animations, string them 
together and make an entertaining 
intro, that way. 
Andy Noble, via e-mail 

Which is just what Starfox 64 does to 
tremendous effect. It's a game packed 
with atmosphere, storyline and little 
link scenes, but all of it's done using 
the game's standard graphics in real 
time — there's no pre-rendering at all. 
So you're right. Ed 

We've been getting letters at the rate 
of about four bazillion a day, so sorry 
if yours couldn't be fitted in. Do keep 
writing. That address again: 
Club 64, 
N64 Magazine, 
30 Monmouth Street, 
Bath, 
BA1 2BW. 

Mario, Wario, Yoshi, Kirby, 
Luigi, Bowser, Zelda, Donkey 
Kong, Princess and Mushroom. 
Then you'd choose from 
different pitches. Bowser's pitch 
would be made out of rock 
with lava that squirts about and 
burns you if you touch it. 
Mario's would have power-ups 
which made you go faster or 
slower, and there'd be bombs 
to throw at the opposition and 
shells to surf on. That's my 
dream game. 
David Copley, Sheffield 

We like that one, definitely. 
Bowser and Donkey Kong 
would keep getting put in goal, 
though. Ed 

FOUR-PLAYER RPG 
I'd like to see an action RPG 
similar to Ze/da, but with a 
four-player option. There'd be 
four characters on-screen at 
once, and players could join in 
when they wanted (characters 
being controlled by computer at 
other times). The characters 
would vary in appearance and 
skills, e.g., a warrior, an archer, 
a magician etc. It would be 
incredibly hard (definitely not 
for novices) but easy to get in 
to if you're an RPG fan. 
Robert Johnson, Coventry 

| hope they release more of the 
old Nintendo classics, but highly 
upgraded like they've done 
with Mario. My personal 
favourites being Metroid, 
Illusion of Time and Megaman. 
(At least Ze/da's coming!) 
Maybe they should release 
some of the old classics on one 
cart, like Mario All-Stars. 
Sam Fone, London 

What, more old classics 
updated? Isn't that the last 
thing the N64 needs at the 
moment? Ed 

ALL-ROUND SPORTS 
| dream a lot and never get 
anything done. So, | dreamt up 
a game for the N64 — an all- 
round sports game with men 
and women like this: 

& 
xR 

the way kick balls into goals 
and shoot other players. Or 
Formula 1 car racing with a gun 
and mallet, puncturing and 
smacking other racers. This 
would be for one to four 
players, and there'd be loads 
of other weird and wonderful 
sports. 
Scott Charles Woods, 
Chatham it, but 

Fighters 
Er... maybe. Ed Magic Blade 

Wyndania 
FIGHTERS MAGIC = =——/_would be the right 
BLADE kind of stuff. \_A 
WYNDANIA : Emmeline Dobson, ee 
| thought of a : Southampton — 
different kind of % ZSJX , y 

beat-'em-up 6 ae Several pages of detailed 
where you have 
full control over a 
weapon, such as a sword, by 
using the N64 D-pad to 
manoeuvre the hand holding 
the weapon, which would 
function as a pivot around 
which you could swing the 
weapon using the analogue 

description followed, which 
we've had to leave out 
through lack of space. And 
comprehension. Ed 

As soon as you wake up, 
write down your game idea 
and post it to: 

joystick. This would allow an Dream On, 
infinite range of slashes and N64 Magazine, 
parries. And, oh yeah, a pullon 30 Monmouth Street, 
the Z-trigger would be a thrust, Bath, 
and in some sword positions it BA1 2BW. 
would allow an extra burst of 
power into your travelling Exclusive N64 badges for 
blade. | don't know what to call all successful dreamers. 
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. Will Nintendo bring out a game 
TINY OS OME L ean On 
will an N64 mouse be invented? 
2. Has Mazza got a surname? 
Stuart Millar, Guildford 

a] 
EG 

MASS -2 olor aaa No 
Elite mem LICird 
2. If it is released, will it be the easy 
Japanese J-League version, or the 
tougher European one? 
3. Are British controllers compatible 
with imported US N64s? 
4. What about Controller Paks? 
5. When will we see a decent Star 
Wars game on a Nintendo system? 
The only one | can remember worth 
bothering with was on the NES, for 
crying out loud. They all seem to be 
identical to one another. | mean, 
Shadows just looks like the abysmal 
Empire Strikes Back on the SNES to 
me. We want X-Wing vs TIE Fighter 
TMM RMA eel 
adventures of bloody Dash Rendar. 
John Robinson, London 

1. Why do textures on most N64 
games get a fuzzy look to them 
when you get in close? A good 
ee Tan) om eY ANZ ee LIE 
problem with the hardware, or is it 
down to programming? 
2. Why are most N64 games so 

easy? We completed all my games (9 
in all) within one or two weeks. 
Mario Kart took me just over a day! 
3. Finally, | would like any 
information you can give me on 
Fata a mee lac m1aenoo) 
econ Ue CM elo ee CLL 
good computer and board game and 
EW cukar sola al Race enc lae 

Robert McMahon, London 

I'm going to America in August and 

I'm thinking about getting an N64. 
1. Do American Nintendo 64s run 

Liv) execs Ata 
2. Can you buy a universal adaptor 
so you can play British N64 games 
on an American console? 
3. If you can, would | have to buy it 
in America or can | buy it over here? 
CGT ole Cola elm aR oe 
would need so | could play it on a 
Tam Aaa 

5. How much do Nintendo 64s cost 
in America? Do they do any special 
packages over there, like an N64 
with some games? 
Craig Bailey, Bristol 

BUY! SELL! TRADE! 
From Commodore 64s to Nintendo 64s 

and everything in between!! 

CONSOLES e COMPUTERS e GAMES 
Bring (with official ID) or send by post with SAE for cash to: 

M0171 221 1123 
NOTHING LEGAL REFUSED! 

© ” ; , 
a | fe } , 

ee eras way af LT EB BOIS Pe 

ry 

FUSION UK 
4 villiers buildings, 

buckingham street, aylesbury, 
buckinghamshire HP20 2LE 

tel: 0468 293931 or 01296 337354 
fax: 07000 293931 

Starfox (with jott pack) - 90-00 

- 55-00 

- 65-00 

- phone 

- 70-00 

- 65.00 

- 60-00 

pilotwings with 6 months guarantee 

- 15-99 
. mario kart 

I our machines are 

convertor 

allow play british an import machine and vi 

joypads - 25.00 "ev limit 
gray, red, blueyellow, green and please include blade and barrel 

memory - 13-00 ped - 325.00 human grand prix 

please include 10-00 p*p for the n64 and sp64, mario 
everything else 1-00 p+p. please make cheques or 
postal orders payable to:- FUSION 

eA 

many more games always in stock 

4 
nsole 

Only £145 

> Me f 
Dea Ya Prat Order oe it ea Now, vey ire selling fast and tortows. 
Orders For Gusales and Games Being Taken) Now, 

Games 
Ado) J Leagus 
a oman Cram 

Star Fox: 
RCS Scart Gab! 

Supew Mario Step Down PSU. 
Not IMey Memory Ca 59) Kelender, 

On (om Ons AN Gable 
J SS ae se) 

ae “ABLE Vz 
Wi lames, [AVES i [Pll. 

Retail Outlet: StgAnmnes Square, Lytham St Annes, mart to Slackpool) 
CUPS eee OCS) Ewer) Ooo) Open .c0am = 9-80pm 7 days a week all year. 

Phone 01253-789900 



Killer Instinct Gold, Star Wars 

IMPORT spat ca 
Controllers, Memory card 

3 Tue) 
ALL CARDS NO 
ACCEPTED mummee SURCHARGE 

GAM-8PM 7 Doe aaa 
AVAILABLE NOW 
WILD CHOPPERS 

Ark meee a eee 

Wau eee emcee intthe Lg) 
(Unofficial Nintendo 64 made 

SKILL. peor tetas 
13" EAL LONDO Ke 

With 1 pad, True-color internal RGB conversion 
UK output, plays on SCART TV, FULL-SCREEN 
display, 20% faster than PAL at 60hz speed 240v 
UK-PSU, Jap/US carts universal, 1yr warranty. 

Probably the best UK prices, friendly, reliable service 

Complete N64 accessories in-stock. 
Latest Imports Top US/Jap titles. N64DD 
Convertors, RGB conversions. Newest 

apd = (> 4@cel-harel-\h-1a"a Game consoles from Japan, Hong Kong 

ina Star Fox, Blast Corps, 
GOn a Co. Perfect Striker. Wave Race. 

z inc Mario Kart. Turok. Rev Limit. 
. al Speed Borders) Color joypads £26 Universal adapter £19 

4X- -Memory card £19 Tamagutchi £CALL 

01329-312200 
Playtronbx 0370-081 038 
Loa Fareham, Hampshire PO14 1 F ax: (+44)-1329-312211 
sé See eae or Free Catalogue a infos, Emma playtronix@yikes. demon. co.uk 
Collection or Callers by appointment only. Web: www yikes lemon.co.uk 

7 Marsh Farm Industrial Estate, Crondall, 
Farnham, Surrey, GU10 5RJ 

Part Exchange Specialists 

NEW AND USED GAMES AT DISCOUNT PRICES 

NINTENDO™ CONSOLES AND GAMES 
Oe imei cia ¢ 

UK & IMPORT Always Available NS », 
Starfox in stock PlayStation. 

Visions, 728 King Lane WIESE 

Leeds, LS17 7BA ee ee ee ee 

VAC BRO LLI L0L IFLF 

visa oh Next Day Delivery 

Electronically Tested y 

Machines from £199 (inc Stepdown/Scart), Stat-Fox 

Games I 

I 
I 

+Jolt/£95, Turok, Blast Corps, Doom £65, Wave’ Race | 

i 
I 
i 
| 

PlayStation, 

Workshop, 
E-Mail: ultplayuk@aol.com 

£69; War Gods (May), Wild Choppers, ISS Soccer+ 
Adaptor 4.US games on UK and'Vice vefsa £25, Mario 
Kart 64 £65; Pilot Wings, Turok Hint Book:£10,,Pads; 
Controllers, Carry Cases £27.99 (good ones) 
We Buy Used Games! 

Shop Worcs (01684) 891619 (10.00 till 5.00) i 

(01684) 566133 (Worcs/Hereford/North) 9.00 till 9.00 
a a a a ee 

(Generation, 
(oor 

Cs) (ola ney 
® Duragmon 
© War Gods 
bg lero & Barre 
pa Racin 
enue Te) 
e Wild Choppers 

Coming Soon 

® Yoshis Isl 
ay ov 

urok © Starwar 
Pall ts, tetas te 
[Best deats on part exchange. oe : Tae 

UNIVERSAL CONVERTERS NOW IN D) | H ya 

STOCK: UK, US AND JAP td ud ero 

HUMAN GRAND PRIX: JAP; LAMBORGHINI: US 4 ] Ring em lelicai 

3 The Parade « Stonegate Rd « Leeds + LS6 4HZ 
fag Tel: 0113 230 6007 - Fax: 013 230-6305 ™ 

4 pee M ese eee Ee Bo a 



The game's name — The reviewers initials (see below) 

Its publisher —— __ . ot and, ie — — ~ Score 

If it's an import, whether it's a US_-— an : : i ~ ~ The issue we reviewed it in 
or Japanese one : 

How much it costs 
A summary of our review —————___ 

a N64 reviewer: 
The best tip or cheat, and any ee ‘ Ne JA = James Ashton JD = Jonathan Davies 
issues we've done guides in ~~ ith the four unqualified wer, ten to what they have to say and then MH = Marcus Hawkins TW = Tim Weaver 

Se eet en eee mee = Wil Overton ZN = Zy Nicholson 

DIRECTORY 
at Wot SUPER MARIO 64 

When other developers first caught a glimpse of SM64, they 
went back to the drawing board with their efforts. The game 
is sublime — taking everything that's made previous Mario 
titles great and fleshing it out into 3D. Mario himself can do 
just about anything, the levels are huge, packed with 
incredible ideas and there're loads of secret bits. The world's 
greatest video game 

This makes you wonder two things. Firstly, how, with all that 
advanced technical gubbins at their fingertips, EA managed to 
produce a worse FIFA game than the PlayStation’s. And 
secondly, how, in the wide, wide, world of sport, this passed 
Nintendo's quality control department. The Albanians execute 
for lesser offences. 

x 

A ey 

_ @ Remember, you only need tap the shoot button once. The delay is terrible but you wil! | @ Loads of tips in our review in N64/1. g ae 
~ eventually produce something. Don't press a second time or your shot will fly over. @ '20 most-asked questions’, Nintendo Hotline pages in N64/1, N64/2. Guide in N64/2. 

PILOTWINGS 64 

Nintendo £50 

The first Pilotwings split gamers’ opinions with its floaty, 
airbound subject matter. However, this 64-bit refurbishment is 
likely to have a much wider appeal than the SNES original 
Incorporating the sublime talents of flight sim specialists 
Paradigm and Nintendo's usual playable sheen, Pilotwings 64 
emerges as a supreme example of how to harness the N64's 
immense potential. 

Replacing Doom’s cyberdemons with screen-filling dinosaurs, 
cranking up the violence to ludicrously bloody proportions and 
adding a series of breathtakingly devastating weapons, 
Acclaim/Iguana have produced — yes — a monster. A 
phenomenally good game which really shows the technical 
gulf that exists between the N64 and the other consoles 

@ The four Birdman Stars are situated in the park in New York, inside the Arctic Island's @ At the edge of a platform the screen will dip. Jump here to gain maximum distance. 
waterfall, in a cave on Crescent Island and on the bridge-shaped rock on Holiday Island. @ Full cheat listing Tips Extra N64/2. 

SHADOWS OF THE EMPIRE WAVE RACE 64 

Nintendo inf 78% ® JA} Nintendo £55 

10 levels of varying game styles which somehow fails to be Breathtaking water-based racing is the order of the day in 
more than the sum of its parts. The fantastic snowspeeder and — Miyamoto's astounding Wave Race, with the N64 once again 
space battles are ultimately let down by some lack-lustre proving its mind-expanding capabilites. Thoroughly realistic 
Doom-style bits and the truly awful speeder bike on Luke's water effects, a scintillating two-player speedway and the 
home planet, Mos Eisley. It still has a great Star Wars feel, possibility of trying your hand at Lee-Majors-style stunt work, 
though and is loads better than the PC's Dark Forces . . nd ; make this easily as enjoyable as Mario Kart 64. 

 @To see the end sequence, enter your name as _Credits (case sensitive). ‘Amusing’ @ To achieve the Helicopter stunt and 1700 points, when you're on the ramp, turn 
| credits appear with the game difficulty set to ‘Jedi’. sharply in a Left/Up direction and then hold Down to pull off a sideways flip. 



@ UK release: 
oS TBA 

Only about once in five years does a completely original 
game turn up, and Blast Corps is that game. It's incredibly 
good fun, placing you in charge of a fleet of demolition 
vehicles and compelling you to clear a path for a runaway 
nuclear missile carrier. Techinically it's N64 through and 
through and, coming from the mysterious Rare, it's British 
too. The only snag: it doesn't take long to see all of it. 

® Try parking your vehicle against a building in such a fashion that the bloke can’t get 
out, and then hold Z. After a second or two the building’! explode. 

CRUIS'N USA 

HUMAN GRAND PRIX 

Although never coming up to the standards of the 
PlayStation's Formula 1 — inexcusable, really when you 
consider the extra power available to the programmers — 
Human Grand Prix provides a throughly entertaining bash at 
F1 driving with beautiful handling and a plethora of options 
Shame about the horrendous pop-up, though 

Konami prove their footballing dominance with a magical 
footballing sim, combining breathtaking animation, a plethora 
of fantastic moves and some outrageous goals. Perfect Striker 
is as close to The Beautiful Game as any computer game has 
ever come. In June it becomes /SS64 for its UK release. Goal 
Lazo, as some would, no doubt, moot 

KILLER INSTINCT GOLD 

@ Learn how to use the ‘kick-ahead-and-run’ button (Bottom C) both for ate and 
catching opposing players. 

r UK rel [manny Tyeseses0] Nneno = te" Nr neenweaml 
Undoubtedly an accurate conversion of the coin-op. But that, 
while worth popping the occasional 50p into, is hardly Earth- 
shattering stuff. Racing across the USA isn't all that tough, 
even with the irritatingly over-sensitive controls. The music is 
awful, and the graphics, while functional, use only a fraction 
of the N64's power. Better racing games will appear. 

@ At the track selection screen and hold down Left C, Bottom C and L for Golden Gate 
Park, top C, right C and L for Indiana, or Right C, Bottom C and L for San Francisco. 

DORAEMON 

Just as its predecessors tried and failed to turn Mario into a 
blue atomic cat, so too does the latest Doraemon game try to 
bring a touch of feline magic to a Mario 64-like universe 
Sadly, things turn out to be slightly linear, slightly confusing 
and all-too-tedious. Perhaps more suited to your younger 
brother or sister 

® Once you've beaten the missile in the car chase, race him again and beat him for a 
secret prize. Do it again and you'll win yourself a green crystal. 

THE GLORY OF ST ANDREWS 

The K/2 coin-op met with great success, and this is a perfect 
conversion of it. But K/ Gold is a game from a previous era of 
beat-'em-ups, with its 2D characters, and it suffers from an 
over-reliance on pulling off fancy combos. Wait for a better 
fighter. (See ‘Saturday Fight Fever’ a full preview of all the 
N64's up-and-coming beat-'em-ups in N64/2.) 

KING OF PRO BASEBALL 

The players are super-deformed and cute, and this initially 
proves tremendously entertaining. If you can fathom the 
copious Japanese menus, that is. Eventually, though, the too 
slow runners and the super-skillful CPU opposition will begin 
to get you down 

® Create duplicates of star players by entering 0000 as your PIN, and then type in your 
name as the name of the player. (Try his first name, or first name + initial of surname.) 

MAH JONG MASTER 

@ End any combo with HCB, F+QK as a finisher. This should pull off Maya's enormous 
Mamouth Fatality. 

a NE 
The N64's first golf game lacks any redeeming features. A 
ropey graphical engine — inducing a certain sense of 16-bit 
déja va - and an only partially successful use of the analogue 
stick as a virtual club. A hugely disappointing golfing debut 

@ Use the Player Configuration screen to customise your player's clubs for the course 
you're about to play. 

he 
(Per wtel 

If you've never played mah jong, this would be a very tough 
way to learn, with its copious Japanese text. If you have, 

though, it's a jolly good rendition, with a selection of 
computer personalities to play against and some weird Japlish 
intro screens 

‘ to 

7] 

a) 

" 

pet acters ari ies 
iy SSE -b. RO ewe | ba 
PELLET! 

@ If you have a melded triplet, says Wil, and draw the fourth from the wall, you may 
declare ‘kong’ and add it to your triplet to make a melded four. 

AUYUOLIIUIAG VIP 



@ UK release: 
June 

Mario Kart 64 had a lot to live up to, what with the SNES's 
Super Mario Kart being one of Nintendo's all-time most-loved 
games. But, bless it, it just about pulls it off, with a whole 
new world of 3D courses and more complex and subtle kart 
handling. A variety of modes means it never gets boring, and 
the four- player split-screen mode is rivetting. A vital purchase. 

@ Press and hold the accelerator button just as the blue start ees comes on. This should 
give you a turbo-start. 

MORTAL KOMBAT TRILOGY 
UK release: 
TBA 

We're bored of Mortal Kombat now, given that it's barely 
changed over the years and has long-since been superseded 
by the likes of Tekken and Virtua Fighter And it has to be 
said, this N64 conversion is the final straw. The sound, for 
one thing, is awful and the animation is, unbelievably, worse 
than the PlayStation's. Please leave this game alone 

@ For unlimited credits, press D, D, U, U, R, R, L, L on the story screen. When you next 
lose a battle you'll find you're in Freeplay. 

NBA HANGTIME 
UK release: 

= TBA 

Technically, an excellent continuation of the NBA Jam series, 
with huge (albeit 2D players), great animation and sheaves of 
special moves and secrets. It is, however, basketball at the end 
of the day, and thus consists of running backwards and 
forwards, endlessly scoring baskets. Until you fall asleep. We'd 
rather play a decent football game 

® Create duplicates of star players by entering 0000 as your PIN, and then type in your 
name as the name of the player. (Try his first name, or first name + initial of surname.) 

Ice hockey arcade-style, with violent collisions, an absurdly 
fast-moving puck and excellent 3D graphics. Wide-ranging 
options allow you to play anything from rules-free 3-a-side in 
a reduced rink, to a proper five-a-side simulation with 
infractions a-plenty. There's not a great deal of subtlety here, 
but the four-player game is tremendous 

3 _4e 

of the screen. Alter these using the C buttons to change your oe appearances. 

WONDER PROJECT J2 

eo |e INH @ 55% @ WO 
You'll have to be either Japanese-speaking or very ‘special’ to 
be able to get to grips with this weird adventure. And when 
you do it's not all that great. You've got to guide a robotic 
girl through various ‘life’ situations with the overall aim of 
helping her realise her dream of becoming a real person 
Which is, you know, nice 

UK release: 
Unlikely i 

@ 'f Josette flies into a temper and won't co-operate, try winning her back with a 3D 
pudding. (Er, according to Wil.) 

ames released officially in 
the UK (ones given English 
text and optimised for 
Britain's PAL television 

system) are either distributed through 
THE (Nintendo's representative in the 
Britain) or another games publisher 
with a base in this country. It's not 
necessarily the game's developer or 
original publishers who release the 

Acclaim (0171) 344 5000 
BMG (0171) 973 0011 

Codemasters (01926) 814132 
Core (01332) 297797 
Datel (01785) 744707 

Eidos (0121) 625 3366 

Electronic Arts 
Fox Interactive 

(01753) 549442 
(0171) 878 3000 

Gametek (01753) 854444 
Gremlin (01142) 753423 
GT Interactive (0171) 258 3791 
HudsonSoft (0181) 536 1153 

Rumour, tall tales and plain lies 

abound in the murky world of the 
But, if you've got the 

you might also find some 

N64 gems on a couple of 

Internet. 

technol 

interesting 

these web sites. 

www.nintendo.com/ 
www.nintendo.co.jp/ 

Nintendo Power 
Nintendo Japan 
Next Generation 

www.next generation.com/ 

Game Japan (A weekly Net magazine) 
www.rcp.co.jp/recca/ 

n64.com 
www.n64.com/ 

www.n64hq.com/ 
members.aol.com/ 

N64 Headquarters 
Nintendojo 
N64 Gazetta (UK site) 
newview.ashpool.com/n64/Nintendo 64 

Power www.né4power.com/ 

Die Hard Game Fan = www.gamefan.com/ 
Hype (multi-format site) www.hype.se 

GAME COMPANY SITES 

Activision www.activision.com/ 
3D Realms www.apogee1.com/ 
Argonaut www.argonaut.com/ 
ASCII www.asciient.com/ 

Atlus www.atlus.com/ 
Bethesda www.bethsoft.com/ 
Blizzard www. blizzard.com/ 
Boss www.bossgame.com/ 
Capcom www.capcoment.com/ 

game here. For instance, the 
Japanese publisher Imagineer have a 
lot of their games distributed by 
Ocean in the UK. 

Below is a list of all the UK 
publishing companies who have either 
released games for Nintendo systems 
in the past or who have N64 titles 
definitely in the pipeline. There's a 
contact number next to each. 

Infogrames (0171) 738 8199 
Interplay (01628) 423666 
JVC (0171) 240 3121 

Konami (0189) 585 3000 
Ocean (0161) 832 6633 
Psygnosis (0151) 28 3000 

Telstar (01932) 222232 

THE Games (01703) 653377 

THQ (01372) 745 222 
Titus (0171) 700 2119 
UBISoft (0181) 941 4004 

Virgin (0171) 368 2255 

N64 Headquarters 
www.n64hq.com/ 

Another top quality American N64 site. Alll 
Nintendo 64 life is here — the latest 
screenshots, tips, news and, of course, 
rumour. The site is well designed with a 
minimum of fussy graphics to load and slow 
down your browsing activities. Of course, 
you can't read it on the bus/toliet/beach, 
but that's the problem we've found with the 
Internet as a whole. 

Crystal Dynamics www.crystald.com/ 
Data East www.dataeast.com/ 
Eidos www.eidosinteractive.com/ 
Electronic Arts www.ea.com/ 

Enix www.marinet.or.jp/com/enix/ 
Epic Megagames www.epicgames.com/ 
Gametek www.gametek.com/ 
Graphics School http://204.174.42.103 
GT Interactive = www.gtinteractive.com/ 
GTE www.im.gte.com/ 
Hudson www.hudson.co.jp/ 
Human www.human.co.jp/ 
Interplay www. interplay.com/ 
Konami Japan www.konami.co.jp/ 
Konami US www.konami.com/ 
LucasArts www. lucasarts.com/ 

MicroProse www.microprose.com/ 
Midway www.midway.com/ 
Mindscape www.mindscape.com/ 
MultiGen www.multigen.com/ 
Namco US www.namco.com/ 

Namco Japan www.namco.co.jp/ 
Ocean odon.com/ocean/ 
Paradigm www.paradigmsim.com/ 
Playmates www. playmatestoys.com/ 
Rambus www.reambus.com/ 
Raven www. ravensoft.com/ 
Shiny www.shiny.com/ 
Squaresoft www:spin.ad.jp/square/ 
THQ www.thq.com/ 
UbiSoft www.ubisoft.com/ 
Vic Tokai www.victokai.com/ 
Virgin www.vie.com/ 
Westwood www.westwood.com/ 
Williams = www.williamsentertainment.com/ 
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apan is responsible for most 
of the N64 games we enjoy 
best here in the West. And 
yet it's governed by radically 

different market forces and 
influenced by a culture wholly 
different from our own. As a result, 
its developers design and code 
games in a very different way to their 
British and American counterparts. 

From the early days, when 
Nintendo attempted to emulate the 
game styles of the US console and 
coin-op manufacturers, the company 
has been instrumental in creating a 
new breed of video gaming. Mario 
creator Shigeru Miyamoto has paved 
the way for a far more imaginative, 
irreverent and immersive style of 
gaming that's now evident in so 
many games that emerge from the 

es Issue 3 

The Nintendo 64 comes from Japan, as do most of its best 
games. But Japanese games developers are an intensely 
secretive bunch of fellows. N64 Magazine penetrates their 
keypad-secured steel doors. 

Far East, be they from 
Nintendo or independent 
developers like Hudsonsoft and 
Konami. It's ironic, really, given that 
traditional Japanese culture looks 
down on frivolous leisure time. 

Just as Japanese developers can 
take much of the credit for the 
popularity of the original NES and the 
SNES, so the success of the Nintendo 
64 will be due, for the most part, to 
the labours of love emerging from 
these creative hotbeds. Join us as we 
cast a beady eye over the Japanese 
games industry, taking in the past 
glories, current activities and potential 
of every single one of these 
developers, from Nintendo itself right 
down to newcomers such as Treasure, 
and even those yet to officially admit 
they're working on N64 games. 

GO! S 
GO! 
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Nintendo an 
The story so far 

rom its humble beginnings, 
the Japanese games industry 
has been created to 
Nintendo's design. It was 

Nintendo that saw a fresh market 
there for the taking, first in the coin- 
op arena, and then again in the home 
console market, with its NES (or 
Famicom) machine, in 1983. By this 
time several home entertainment 
systems were available, including the 
Intellivision and the MSX, but it was 
Atari's 2600 that had become the 
dominant format. A surplus of titles, 
nearly all of poor quality, was soon 
to kill off the Atari, however, 
allowing Nintendo to step in. 

Even then, NCL president Hiroshi 

Yamauchi realised that a cheap 
system not only brought bigger sales, 
but made the main unit secondary to 
the software. So it made brilliant 
business sense for Nintendo to initiate 
a licensing program that enabled the 
company to exercise complete control 
of NES cartridges, taking a royalty cut 
of around 20 percent on every third 
party title. Namco and Hudson were 
the first to sign up, with Konami and 
Capcom following soon after. These 
privileged developers were initially 
allowed to produce the cartridges 
themselves, but it wasn't long before 
Nintendo removed that right. All 
production, it was decided, would be 

handled solely by Nintendo. 
Yamuachi even structured the 

licence so developers had to order a 
minimum of 10,000 cartridges with 
payment required upfront..This. meant 
that even if a title didn’t sell, 
Nintendo would still make a profit on 
the deal. While such practices 

incensed third parties, they had no 
option but to sign up if they wanted 
to jump on the NES bandwagon. 
Cartridge rationing (during the chip 
shortages of the late '80s) and even a 
limit on the number of games any 
developer could release in a year were 
all eventually added to the already 
restrictive contract. 

Sega's success with the 
Megadrive/Genesis system came as a 
genuine surprise to Nintendo, so 
some ground was lost before the 
arrival of the 16-bit SNES. This meant 
that Nintendo had a harder time 
gaining the lion's share of the market 
(although 2 million SNESes were sold 
in Japan in the first six months alone), 
and consequently had to loosen the 
stranglehold on developers. Most NES 
developers signed up again to work 
on SNES software, this time without 
the restrictions on developing for 
other systems, and sometimes even 
with the freedom to manufacture 
their own cartridges. 

Although Japanese-centric games 
based on Go, Pachinko and other 
Eastern pastimes were already popular 
on the NES, it was with the arrival of 
the SNES that the differences 
between Japanese and Western 
games became most pronounced. The 
improved graphics capabilities of the 
machine gave rise to lots of anime- 
influenced games, many family- 
orientated titles (using cute graphics, 
female characters), and a plethora of 
near-impenetrable role-playing or 
adventure games. Indeed, although 
the RPG concept was introduced to 
Japan by a Westerner, they have 
become the dominant style over 

d Japan 

there, exploration-based gaming 
appealing to the Japanese more than 
the violent designs European and 
Americans come up with. 

Now, not only does Nintendo 
face competition — faltering though it 
is — from Sega's Saturn, but there's 
also the threat posed by Sony. While 
the Japanese electronics giant was 
once an ally — producing the sound 
chip in the SNES and even working 
for a while on a SNES-compatible CD- 
based console — its PlayStation is now 
the N64's biggest competitor. But 
while Sony's policy of saturating the 
market with games has ensured 
strong sales of its system, Nintendo's 
more selective release policy has 
already given its machine the upper 
hand in terms of quality. 

The gulf between Eastern and 
Western games styles looks set to 
continue with the N64. Already there 
are a great many oddities in & 
Nintendo's Japanese release schedule, 
games that will never see the light of 
day in Europe or America. Granted, 
some won't make it over because = 
Nintendo of America tends to pick 3 
only the better titles from its mother 
company's line-up, but most WON tess 
make it because horse-racing, mah 
jong and weird anime adventures _ fr sae 
haven't got a hope in hell’f crossing7 =~ 
the cultural barrier. "But alongside , 
such oddities, there are some 
incredibly inventive titles under 
development, with graphical and ce 
gameplay styles thf could only ever ay 
originate in J : * & 

Time to see W Japan's N64 © j 
development-community has-up i ze 
rather baggy.collective leet ee ‘= 

as. 



Nintendo 

he big cheese, home of the 
Mother Brain (that's 
Hiroshi Yamauchi to you 
and me), and employer of 

the best games designer in the 
world, Nintendo has a reputation for 
quality software that remains high 
above that of even its best third- 
party licencees. Aside from a few 
notable exceptions - Donkey Kong 
Country, Tetris, Starfox (although 
that was a sort of halfway affair, 
with UK based Argonaunt providing 
the 3D engine and NCL adding 
everything else) — the very best 
games for Nintendo systems have 
always come from Nintendo itself. 
Having already established 
supremacy with Super Mario 64, 
Mario Kart 64 and Wave Race 64, 
the challenge is now to maintain the 
lead, showing the way and setting 
the standard for other developers to 
aspire to. 

OTR MEIC, 

Much of this responsibility falls on 
Shigeru Miyamoto's shoulders, as he 
oversees key titles such as Starfox 64 
and the mammoth Legend Of Zelda 
64, now looking set for a standard 
cart release prior to a 64DD 
incarnation. And the buzz is already 
building on the next Mario outing: 
Super Mario RPG 2 (also for the 
64DD), which will hopefully prove 
somewhat more expansive than the 
original inventive-but-shortlived 
Square-penned SNES version. There's 
also the promise of a Mario Paint on 
DD next year, though the shamelessly 
2D Yoshi's Island 64 should appease 
Mario fans well before that. No word 
on anew Metroid adventure yet — the 
team are still hard at work on Pocket 
Monsters 2 on the Game Boy — but 
lots of other games — from Sim City 
to Tetris - are getting a revamp for 
their N64 outings. The second of 
these will be released as Tetrisphere, 

although it's actually being coded by 
US programming outfit H20. There's 
also a new F-Zero game in the 
pipeline, even if Wave Race did swim 
in vaguely similar, er, waters. 

Kirby's Air Ride seems to be back 
on schedule, with a release in Japan as 
early as this summer being talked 
about. And there's also the mysterious 
Climber, Buggie Boogie (developed by 
graphics house Angel and strangely 
quiet of late), 64DD design package 
Creator (actually written by Brits 
Software Creations), and eventually 
Pocket Monster 64DD. Finally (for the 
moment at least) there's Jungle 
Emperor Leo, produced in tandem 
with animation house Tezuka 
Production (studio of the late Osamu 
Tezuka, creator of Astro Boy), and 
another collaboration with Rare called 
Dream. Not much about Dream is 
known beyond the title, other'than 
NOA chairman Howard Lincoln's 

RIC Mele (elmo, 

ae NT. 

AS la me) aos 

claim that it'll do for the N64 what 
Donkey Kong Country did for the 
SNES (and we'll have much more in a 
couple of issues time). But Leo (or 
Kimba if you ever caught the 
Westernised version) is far more 
important than you might realise. The 
adventures of the little white lion cub 
were recently in the news when 
Disney's The Lion King came 
suspiciously close to duplicating the 
25-year-old anime's storyline. Not that 
important, you may think, but when 
you realise the enormous popularity 
of the cub's adventures in Japan, you 
begin to realise the Sort of megathit 
Nintendo would have on their hands 
if they got it right. Needless to say, 
Miyamoto is again on the case. 

What with two Zelda games, 
updates to SNES favourites and some 
top secret projects:on the go, you 
can't help but be comforted by 
Nintendo's futuresplans. 

June 1997 
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intendo developers tend 
to fall into one of three 
categories: companies 
originally set up to 

publish NES or SNES games, multi- 
interest companies keen to get a 
finger in the huge video game pie, 
and existing names in the world of 
coin-ops. 

Kobe-based Konami is one of 
the latter. Having started up in 1973 
it found its first real success with 
arcade machines such as Scramble, 
Frogger and Super Cobra as well as 
in the hand-held game market. As 
with many others, it was a deal with 
Nintendo that led to real profit, sales 
increasing from $10 million in 1987, 
prior to the release of first NES 
offering Gradius, to $300 million just 
five years later. Much of this can be 
attributed to Western licence 
Teenage Mutant Ninja Turtles, the 
first game selling 4 million copies 
alone. Troubled times just a couple 
of years back now seem to have 
been overcome, with the Japanese 
HQ and the Chicago offices now 
focusing on the next generation 
consoles, particularly the N64. 

The Japanese-centic Mah Jong 

stablished in 1975, 
Enix has publishing 
and novelty toy 
interests in 

addition to its video game 
history — hence a staff of 
nearly 150 and an annual 
turnover of around 33 
billion yen (£170 million). 
It's Yuji Horii's Dragon 
Quest games (the first of 
which appeared on the NES 
in 1987) which have gained most 
attention - the Dragon Quest 
merchandising machine could keep 
Enix going indefinitely. 

Sadly, after Dragon Quest VI 
(and the updated ///) on the SNES, 
Enix has turned its attentions to the 
PlayStation for the seventh 
instalment. Nintendo's new machine 
is'to receive support, but there are 
no plans at the moment to bring the 

Dracula 3D 

pee 

SELL open 

ANY ol 

Master has already 
seen the light of day in 
Japan, along with top wi fase 
hit Power Pro Baseball 
4 and the brilliant J- 
League Perfect Striker, 
now getting an official 
UK airing under the International 
Superstar Soccer 64 title. Now 
they've revealed the highly 
anticipated Dracula 3D (which will 
no doubt end up over here as 
Castlevania 64), an update of the 
classic SNES formula that's still some 
way off, along with a new Hyper 
Olympics game. Final Round 64 and 
3D fighter Battle Dancers are also 
scheduled for release in Japan this 
year, but it's Ganbare Goeman 5 

which is really turning heads. 
(There're pics on p23.) It's another 
updated SNES favourite and takes on 
Mario head-on with a full 3D 16th 

Dragon Quest series back where it 
belongs. Instead, we've had to make 
do with the interesting but flawed 
Wonder Project J2. Not to worry, 
though: Enix plans to bring more 
games to N64 by taking on board 
and publishing third-party games. 
The first fruit of this decision is 
Treasure's Go Go!! Troublemakers, 
which hits Japanese stores at the 
endiofyune,s 

NES fans will remember 
Koei as a developer who 
specialise in not-very- 
dynamic wargames, RPGs 

and strategy simulations like 
Romance of the Three Kingdoms. ~ 
___ Yet Koei actually employ over 

500 people worldwide, and rake in 
something like $150 million a’year. 
Whichiexplains why they've been 
given an N64 licence. Their strategy- 
minded developmentiteanmhave 
only come” up with Mah Jong 64 so 
far. Higorical wargames will follow. 

(CFT Em eles) 

century Japanese setting to 
play in. 

Konami's general manager 
Nagata Akihiki has previously 
indicated that games using 
traditional Japanese characters 
such as Goemon and Parodius 
are unlikely to make it to 
Europe (even though he's been 
wrong with both the 
aformentioned titles), but the 
guys at Konami UK are adamant that 
if Goemon comes up to scratch 
they'll fight for its release over here. 

What else can we look forward 
to from Konami? More updates of 

est known over here for 
Power Ranger toys, this 
now-global company 
actually handled 

Nintendo's UK distribution for a 
couple of years at the start of the 
decade, as well as overseeing the 
Stateside distribution of early NCL 
products in the '70s. Bandai now 
pulls in around $1.2 billion a year, 
with interests in every area from 
electronics to TV shows to 
toiletries to being half of Sega! 

As for their N64 plans, there's 
been no word on any games 
licensed from the Power Rangers 
(and, if there is, you can expect it to 
be a hidious American game rather 
than one based on the original 

aving failed to do 
anything particularly ~~ 
interesting with the 
famous (he's been 

popular in Japan since just after 
World War Two) Doraemon 
character in any of his various 
SNES outings, Epoch are back out ~ 

| of-hiding to bring the propeller- — 
“headed blue cat to the N64. 

But the N64's.Doraemon game 

\.oddicartoon j 

De ae alkse: ios 

classic titles! Watch out for 
announcements on Twin Bee, 
Parodius, Gradius, Contra and even 

an N64 version of recent RPG 

release Suikoden! 

Japanese TV sentai series that 
Rangers was derived from) or any 
of their other properties. Instead, 
gamers can expect Lode Runner 64, 

an update of a legendary but very 
old platform game from the '80s. 
The original featured little more 
than platforms, ladders, and the 
ability to dig holes, so which 
direction the update will be taken in 
is anybody's guess. (Er, 3D? — Ed) 

Top anime mecha SLG 
Robot Spirits is to follow, p d. 
under their Ban y banner, and 
don't discount € possibility of 
games basedidh. Dragon Ball Z and 
Sailof’Moon at some point, either. 
Don't know what Sega will make of 
it all, mind. 

is similarly: =, 
vaccuous, 
except with 
Mario 64 style 
viewpoints 
with which to 
admire the 

“ fellaand-his ~ 
magical 
pockets. Doraemon 

‘ars 
nh ae 
Ss 
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hat began life as a 
company devoted to 
operating rocking- 
horse rides on the roof 

of a department store in Yokohama 
flourished as a coin-op 
manufacturer, with legendary titles 
such as Pac Man (which translates 
as Eat Man, fact fans) and Xevious, 
gaining further weight when it 
became one of the first two 
Nintendo licencees. 

ith Namco, Hudson 

started the third 
party licence ball 
rolling with 

Nintendo, committing to the NES 
format way back in 1984. Prior to 
that, Hudson actually worked on 
Spectrum software, releasing the 
immortal Stop The Express and 
even a forerunner of Pang, the 
perennial balloon-busting fave. The 
switch proved to be a wise move — 
their first NES effort Roadrunner 
selling over a million copies, 
whereas sales for its computer 
software version were around 
10,000. 

It's Bomberman that the quietly- 
brilliant developers are best known 
for, though, many citing it as the 
world’s greatest multi-player game 
(not something we're about to 

dispute — you've not heard cursing 
untill you've been involved in a 
heated H/-Ten session). There have 
now been five versions released on 
the SNES, never really deviating 
#rm that original formula too much. 
All that's about to change with: as 
Bomberman 64, however, which 

~|_ does more than give the game a 
“21 *hew lick of paint. Thé whole thing 

@@| has been reworked to feature a solid 

stress that the principle will be the 
same: to blow up opponents using 
bombs, environment quirks anda 
big box of poWer-ups. Needless to 
say, this has the potential to be 
ranked. up there with Marie Kart'64 
as a multi-player classic. 

Interestingly, a tole-playing 
Pulp wp Oe. aoong & re 

& are eu 
Ithough they knocked 

“out a fair few SNES titles 

Dragon View and 
Lagoon, Drakkhen, Bombuzal and 

jin their time, including “” “sand»Barrel and Top"Geaf'Rally both 

Since then Namco has published 
a whole slew of NES and SNES titles, 
although NCL's decision to remove 
their special developer status soon 
after the initial agreement was made 
started a feud between Hiroshi 
Yamauchi and Namco head Masaya 
Nakamura that's never really been 
resolved. There's no doubt that this is 
one of the reasons why Namco allied 
so closely with Sony when the 
PlayStation was launched. The arrival 

version has also been mooted, as 
has the possibility of a multi-player 
option that goes beyond the regular 
four N64 slots, with eight, possibly 
even ten humans fighting it out on 
one machine at once, as in the 
Saturn version. “A multitap for the 
N64 is a possibility,” a Hudson 
spokesman admits. “Remember, we 
created a multitap before for the 
SupefeNES, and look what happened 

«aS.a result.” Quite “as 
“Hudson is also doing its bit for... 

beat-'em-ups with Dual Heroes. 
Incredibly, this is the first 3D,beat- 
"em-up announced for the N64, 

3D@hvironment, although Hudson! .ethough with Hudson's trademark 
slick design, some terrific polygon 
characters and the promise of 
spectacularly’advanced opponentiAls 
routines, it could well become the 
benchmark. And that still leaves two 
sports titles ~Power League 64a 
baseball game) and Soccer 64 — as 

well unknown quantity Towken 

It's a pattern the publisher is sticking 
with, with impending releases Blade 

under development by Western 
companies — UK-based Software 

_ the Top Gear games, many were ~ Creations and America's Boss,Game 
versions of existing European games. “Studios. Top Gear Rally looks the 

of the N64 has brought the two 
Japanese giants together again, with 
World Stadium Baseball 64 and 
supposedly an RPG (although 
probably not the rumoured Tales Of 
Phantasia 64) both in line for release 
this year. It's doubtful that we'll see 
N64 versions of top fighters Tekken 
and Soul Edge or the classy car acts 
Ridge and Rage Racer, but don't rule 
out further Pac Man adventures. 
Mark our words. 

*3 

Road® Brave Spirits (sound? 
suspiciously like a platform beat- 
‘em-up to us) and plain unknown 
Kindaichi ShonenNo Jikenbo (File 
of a Boy Named Kindaichi). A busy 
and very poy award-winning 
timé for one OfJapan's best loved | 
devel th w, if only 
sole tod | convince them to 

& do@SD update Of PC Kid. 
© 

¢ 
t 

most promising, with Peawemazing 
_... scenery and a split-screen mode 
* “already int place. Belt, while Blade and 

Barrel can't boast xciting 
visuals, it does promise some Blast 

_ Corps-style destruction. Which suits 
“usyer, down té the ground. 

ae 

‘mana; 

ittingly named Bottom Up 
are the developers behind 64 
Ozumo, the Sumo wrestling 
game premiered on N64 

issue 1's video. 
Which is probably all you need or 

want to know, really, given the limited 
nature of the sport and the fact that 
not one computer simulation of it has 
ever been remotely playable. (Well, 
there was that Sumo segment in Epyx's 
Winter Games. — Wil) 
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ecmo were responsible for 
Ninja Gaiden Trilogy and the _ 

; many incarnations of * 
: Japanese tbotba 

ent game Captain Tsubasu, 
ebut it Was Tecmo SuperBow! which 
really got SNES owners going. SOMeR mem « gnne 
ita S of the World Wide Web stilkes ~:mum aque 

“devote far too much time and space to 
promoting this cult sports series. ernene 

Which is undoubtedly why work is 
already underway on Temco Super ae eae 

. Bowl 64. Bigger news for the likes of us 
is that 3D fighter Dead or Alive seems heats 
to be making its way to the N64 — at 
famous for its female character's 
penumatic breasts, if nothing else. Nice, & ae 
ifyyou like that sort of thing. F 
2 ¢ Sewer, 

Raa 

uropeans may be unfamiliar | 
with ASCII — a SNES 
conversion of old Amiga 
classic Spindizzy Worlds and 

truly appalling versions of the 
Dungeon Master clone Wizardry are 
all you might have seen of them. 

At the moment they're having great 
success on the ailing Super Famiconr 
(the Japanese name for the Sh 
Japan, with a seemingly never endi 
arr PGs and the mega hit Mins ees 
Wheel Drive Shining.Scorpion . 
Rumours aboun Derby Stallion 64 
for the 64DD will be th 
project, and while that may not sound 
all that exciting tovUs, it's certain to 
make a very big’splash in Japan. Go! 

GO! 

A 
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Terie 

reviously Imagineer seem 
to have made a 
comfortable living 
handling SNES 

conversions of popular computer 
titles, such as god sims Populous, 
Mega Lo Mania, Powemonger, Sim 
Earth and Sim Ant, as well as 
Wolfenstein 3D. 

Their N64 line-up is a very 
different kettle of carts, however, 
with the amiable Pro Baseball King 
already available in Japan, J-League 
Dynamite Soccer due there soon, 
and Multi-Racing Championship 
coming to the UK very soon via 
Ocean (check out pgs6-9). Sega 
Rally is the template for this one, 
with some lovely looking off-road 
sections and good use of 
translucency for smoke effects. It's 
also likely to be the first of the 
serious 3D road racing games to 
make it to the UK, which will 
undoubtedly give it an advantage 
over Top Gear Rally and Rev Limit. 
Equally promising is Holy Magic 
Century Eltale (known in the West 
as Crystal Stories), which with a 
name like that could only be an 
RPG. Echoing the now familiar 
Mario 3D style, it promises all the 
usual role-playing staples — inns, 
weapon shops, spooky forests and 
turn-based combat. Given those 
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aving carved a formidable 
reputation with the Kirby 
games, HAL is known to 
have at least three N64 

titles in the works. 
Fishing will definitely only make it 

over to Europe on import (Boo! — 
Wil), while Mother 3 is already 
gaining a reputation as one of the 
most important Nintendo titles, 
helping plug that RPG hole as well as 
being the first scheduled 64DD 
release. As with the previous Mother 
games for the NES and SNES, it’s the 
creation of Shigesato Itoi, though this 
time he's dropped the second game's 
"50s American feel in favour of a 

ne of the less prolific 
developers to make the 
jump from SNES, T&E is 
best known for Pebble O 

Beach Golf Links, and so not entirely 
surprisingly is working on an N64 
version. Which means a whole new 
generation of golf fans can get 
confused about the concept of a 

a Issue 3 

enticing visuals and the lack of 
RPGS on the N64 its likely to do 
very well, in Japan at least. That 
leaves just Reason, which in time- 
honoured Japanese secrecy fashion, 
nobody has yet seen anything on. 

HAL Laboratories 

intendo's decision to 
grant Vic Tokai an N64 
licence surprised many, 
particularly given that its 

previous efforts, including recent 
forays on the PC and Saturn, have 
never been that great. 

But Dark Rift, under 

Video System 

ne of the 
lesser 
known 
Japanese 

outfits, Video System is 
the name behind SNES 
titles F1 Grand Prix 
and Super Volley 2 
(which we seem to 

remember being rather 
fond of). 

With Sonic Wings 
Assault, however, the 
company have actually 
got Pilotwings 64 
authors Paradigm 
handling the coding, so needless to 
say it's shaping up rather well. 
Despite the use of flight sim style 
visuals, Sonic Wings looks to be a 
fairly arcade-minded blast, with 
American and Soviet fighters battling 
it out over impressively textured 

levis) 

more sinister fantasy setting. The 
combat sequences are 
still reportedly 
turn-based. 

Itoi is also the man 
behind Cabbage 
(working title), which 
apparently builds on 
the computer pet idea 
first seen in '80s 
computer game Little 
Computer People, and 
recently popularised by 
Bandai's Tamagotchi 
toys which are to be unleashed on an 
unsuspecting Europe any day now. 
You have been warned. 

Japanese company working on a 
simulation based around an 
American course. (Hey, why not. It 
worked forSeta and St Andrews.) 

No word yet on.whether the 
Waialae Country Club and Augusta 
Golf games are to follow, but T&E 
still has the opportunity to wow us 
with Cu-On-Pa. 

This is another slightly confusing 
effort, in that it's based on a’game 
already released for the PE in Europe 
called Endorfun. \t works like some 
weird blend. of Rubik's Cube, Twister, 
and Checkers (look, just run with this 
one), with players flipping a multi- 
coloured cube, attempting to match 
the sides up with similarly coloured 

development in the US, does look 
quite impressive, with good use of 
the machine's translucency effects 
and combat moves that allow for 
projectile attacks. Quite what sort of 
game lies behind the title of Tokai’s 
other N64 game, Wet Corpse, is, as 

they say, anybody's guess. 

Sonic Wings Assault 

fields and solid looking cities. 
Something called XSW-7 is also 
currently under development, as well 

as an as yet unnamed 3D shooting 
game and the obligatory weird 
Japanese board game translation, 
Honkaku Yonin Uchi Mah Jong. 

hate 1 
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blocks on the playing area 
underneath. This was originally 
slated to appear soon after the 
Japanese N64 launch, but umpteen 
delays and the unxepected 
appearance of a perfectly acceptable 
SNES version lead us to think we 
might never see it. No doubt they'll 
sort something out soon. 



ormed some five years ago 
by a bunch of ex-Konami 
coders, the Treasure crew 
immediately set about 

applying the experience gained 
working on titles like Contra 
Spirits to produce highly individual 
games for Sega's Mega Drive. 

Gunstar Heroes set the trend, 
with super-fast sideways scrolling, 
brilliantly inventive multi-part bosses 
and moments surreal even by 
Japanese standards. Several other 
Mega Drive hits followed, including 
Dynamite Headdy, before the 
decision was made to work on 
software for Nintendo's new 
machine, with programming 
commencing even before the 
machine's chipset was 
finalised. Bet that was tricky. 

Go Go!! Troublemakers 
(to be released via Enix) is the 
result, a game which mirrors 
the 2D game style of those 
early Sega hits, but adds a 

nown to SNES gamers 
for F1 Exhaust Heat, F1 
Exhaust Heat 2 and not 
much else, Seta's 

prominence in the N64 release list 
is rather surprising. 

The less than saintly The Glory 
Of St Andrew's you already know 
about (if not, check out our review 
in issue 1), but that still leaves 
another six games to keep an eye 
out for. Inevitably there's a car 
«game, in the form of Rev Limit, 
which thankfully looks more 

Rev Limit 

thoroughly 64-bit coat of gloss and 
a game style which complicates 
matters by not letting you shoot 
anything! 

Taking weirdness one step 
further, players get to control 
Marina, a female robot, as she 
travels to Nendoro in a bid to rescue 
Professor Gumbel. Needless to say, 
plenty of fast-scrolling, dayglo 
action ensues and you'd be mad not 
to check out our Future Look on 
pages 10 to 11. 

Go Go!! Troublemakers 
eee 

i 

promising than their racing titles of 
yesteryear (although an early 
version did seem to suffer from 
frame-rate problems). Wild 

Choppers sports some impressive 
visuals, too, taking an action- 
orientated approach to helicopter 
combat, but using some beautifully 
crisp ground detail to depict the 
low-level carnage. Rather unusually 
for an N64 game, it also uses a 
fogging effect to draw distant 3D 
detajl. At the other end of the 
gaming spectrum.there’s-the 

Japanese chess game 
Saikyo Habu Shogi, 
and /kazuchi no 
Goto Ku, a straight 
implementation of 
Chinese chess. 
Finally, still under 
wraps are Morti 
Shogi 64 and Super 

4 Real Island, the 
_latter being,-in.all 

~ likelihood, some kind 
of platform.game (or 
are we just thinking 

~of,Hudson's Super 
Adventure Island?). 

Ithough Human Grand 
Prix was highly rated 
by SNES players, its 
N64 incarnation is 

unlikely to gain the none-too- 
prolific developer much favour. 

but F7 on the PlayStation is 
regretably much better. But there's 
still time for Ubi Soft to work some 
magic on it before it appears in the 
West as F7 Pole Position later in 
the year. While there's also Human 

The Japanese version doesn't Wrestling to look forward to, we're as 
look that much better than the secretly hoping for a N64 version of 
SNES game, the track detail is The Firemen. 
completely lacking in subtlety, and 
the audio comes off even worse 
than the graphics. There are fog 
and rain effects, as well as the 
ability to adjust tire types, fuel 
levels, and car aerodynamics, and 
it's generally quite good fun to play, 

And there's more (maybe) 
The current list of N64 developers is notable for the absence of one or two 
important names. While Capcom's Street Fighter 2 was crucial in establishing 
the SNES, the company has yet to officially announce any 64-bit titles. That's 
not to say Capcom's coders aren't working on any, though. A 3D version of 
Ghouls 'n' Ghosts has already been seen up-and-running, and only a few 
months ago Capcom's Akio Sakai told a journalist, “Do not rule out the 
possibility of us converting games like X-Men and Resident Evil.““Add the 
potential for conversions of Street Fighter Alpha, Street Fighter III, Marvel 
Super Heroes Collection, Dark Stalkers: Vampire Saviour and even a Rockman 
(Mega Man) title, and it can't be long before the respected Japanese 
developer officially pledges support for the N64. 

And then there's Square, another préducér of sizeable SNES hits that has 
so far failed to announce any Nintendo-related plans. Their decision to 
produce Final Fantasy VII for the PlayStation (up until then every FF game 
had been on a Nintendo system) has caused Nintendo more harm than they'd 
care to admit. It hasn't helped that, while other sequels to famous Square 
SNES games like Front Mission and Romancing SaGa are also set to appear on 
Sony's console, the N64 hasn't had the merest whiff that Square magic touch. 
Unfortunately you shouldn't expect to see much until the 64DD has proved 
itself but take solace in the fact that they haven't announced either Chrono 
Trigger 2 or Seiken Densetsu 4 (Secretof Mana 3)*yet. 

Taito"is another.developer notable for its absence on the N64 developer 
list’ Updates of the Bubble Bobble games, Chase HQ, maybe even Darius 
would all be quite welcome. (Well, maybe not Darius.) Similarly, IREM‘s R- 
Type series could be given the 3D treatment, but there's been no word yet. 
Fatal Fury and Art of Fighting creators Takara are perhaps one developer 
whose absence nobody will mind, while Bulletproof Software, purveyors of 
countless Tetris-based puzzlers, seem to have all but disappeared. Which 
leaves just.a-few’small Japanese developers in limbo, including Electro Brain, 
Sofel, Jaleco, Toei, Datam/Polystar, and er, Chunsoft. Nothing to give the guys 
at Nintendo, Hudsonand Konami too many sleepless nights, then. 

Lest we forget... 
More\weird-Japanese N64 stuff in the form of Hiryu no Ken 64 from Culture 
Brain (who gave the SNES world Golden Fighter, Ultimate Fighter and top squid 
boss: RPG 'First.Queen), Pro Mah Jong by Athena (anyone remember their SNES 
shoot-'em-up Bio Metal?), Super Double Yakuman from Vap, Cavalry Battle 
3000 from Japan Supply System, Asmik's wrestling game Ultra Battle Royale, 
and — deep breath — Jissen Pachi-Slo Hissyouhou by Sammy 
Kougyou. Obscure and no doubt very Japanese, the lot of them. 

June 1997 @ 



RORA GAMES 

Be the envy of the rest of Europe! Our pals at Aurora Games have a 
US N64, four controllers, 12 import games and loads of other 

goodies to give to one lucky N64 Magazine reader! 

It's every Nintendo fan's dream — a silky-smooth 
Nintendo 64 imported from America, along with 
everything you'll need to get it working and the 12 
best N64 games from around the world. And yet for 
one exceedingly fortunate N64 reader, that dream 
could — yes —- come true. Thanks to our benevolent 
chums at Aurora Games (who surely deserve a call on 
01252 852332) we've got a massive box containing 
all the aforementioned goodies ready to be dispatched 
to the winner of this month's N64 competition. 

@ a step-down 
transformer 

@ three extra 
coloured 
controllers 

@ a US N64 with a controller 

N.B. You'll need a multi-standard TV to get the prize working. Most tellies bought recently should work okay. 

96 - 
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Hunter (US) 

er 
4 “= CT) > 

@ Human Grand Prix 
(Japanese) 

@ Wayne Gretzky's 
3D Hockey (US) __ 

@ Star Fox 64 (Japanese) 
with Rumble Pak 

ritmo © J-League 
ae Perfect 

Striker 
(Japanese) 

@ A Blaze SCART cable 

@ Blast Corps (US) 

e Empire (US) 

AT YOU'VE GOT TO DO 
One of 1 exciting components of our prize package is the Japanese 
version 01 64 (awarded 94% this month), which comes complete with 
the weird, ‘Rumble Pak. The Rumble Pak's a great idea, slotting into 
the bottom of j Controller where Controller Paks normally go and wobbling 
CASA tam [Ol F it. But what else, we wonder, could that socket in the 
bottom of the N64 controller be used for? 

And that's your enge: to come up with an interesting device that could 
be plugged into the bottom of an N64 controller. Sketch it in on our coupon, 
describe how it works, and use extra bits of paper and things if necessary, but 
Ye VMaM nate MUU CaTeM Coca oCelaC Ulm al alam OMe MTOM Mane TaMele lire 
(And we've already thought of a light gun and a tilt sensor, so don't use 
those.) Send the coupon and any necessary extra bits to: Plug This In Compo, 
N64 Magazine, 30 Monmouth Street, Bath BA1 2BW, making sure it reaches 
us by Monday, 30th June, 1997. 

In the hope I'll win Aurora Games' 
dream N64 import machine, here's my 

idea for a Controller plug-in: 

If you don’t want to be sent N64-related stuff in the post, tick here: CT] 

Send your entry to: Plug This In Compo, N64 Magazine, 30 Monmouth | 
Street, Bath BA1 2BW, to arrive by Monday, 30th June, 1997. 

RULES 
1. Employees of Future Publishing, Aurora Games and the company that makes adverts for Reisen 
Chocolate Chews are not allowed to enter. 
2. The editor's decision, no matter how erratic, is final. 
3. Anyone trying to slip multiple entries past us will be detected and disqualified. 
4. Entries must arrive by 30th June, 1997. 

June 1997 
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Extreme G preview 

Game Japan 

Game Killer test 

Go Go!! Troublemakers 

Future Look 

Goemon 5 update 

GoldenEye 007 preview 

Hexen preview 

Cla CMe dat) 

Challenge Points in 

Shadows of the Empire 

(part 2) 70 

How to... Get 120 stars on 

Mario the fastest 60 

How to... Play Japanese 

games 60 

Killer Instinct Gold review38 

After months of finger-drumming, Mario : International Superstar 
Kart finally makes it to Britain! We'll be " : 
there with a massive review and maps of ; Soccer 64 review 30 

all the courses — with secret short-cuts! — Lele ee ee ola 

Land of the rising fun 88 

HOw TO... 2 piel ee —_ Mortal Kombat 4 preview 21 

If there's one thing the Nintendo 64 needs right now, it's a 
now every inch of really good beat-'em-up. And GT reckon that, with War Gods, tan sites 

Mario 64 inside-out they've got one. It's out in America next month, so we'll bring Mythologies preview 24 
You now know where to find all the you a full, start-to-finish review of the import version. MMe etsn eee seas 
stars, but Zy’s still got a trick or two 
to show you ae I e Look 3) 

5 toa em etter a 
mee et sane 
Tim reckons he's ‘something a bit aL ay 
special’ at ISS. Next month he'll | The N64 might be rr i Price drop news g P 
Saleh ele UaNY Ee . it's America that's rea : ee 

. + Nintendo's super-consol cela ida a 
mee Me me LF 4 & ‘ And they're writing games Quarterback Club '98 
Er... Wil insists. Sorry. like there's no t Ow. reienl By 

the US de 
: : Retroworld 17 

Starfox 64 review 44 

TS tagl ecole re’ 

At) tar) 76 

Utter tro atta 25 

Universal Adaptor test 16 

Zelda 64 update 22 



We’ve Punched a Hole in Nintendo Prices! , YS 
We visaed stock official UK products. Great deals too on PlayStation and Saturn 

OR CHOOSE AN ALL 
STAR VIDEO 

FREE RUNNING MAN VIDEO 
(18) PLUS 1001 CHEATS 
OR FREE TOMBSTONE VIDEO 
(15) PLUS 1001 CHEATS 

Buy any one Item from our entire 
catalogue at the same time as 

Joining or renewing for a year or 
more and we'll give you a choice of 
these fantastic gifts absolutely free. 

e SUPER MARIO 64 
49.99 

WAVE RACE 64 
44.99 

SHADOWS OF EMIPRE 
49.99 

TUROK 
57.99 

PERG ONAL OR FREE CLIFFHANGER 
NINTENDO 64 GAMES oLOENEYE 007 ...Please Call SUPER MARIO 64 ...... 0... 49.99 epedEG VIDEO (18) PLUS 1001 

GOLF ..... Please Call SUPER MARIO KART 64... ... ... ...49.99 S| HEADPHONES CHEATS 
BODY HARVEST... ne cee Please Call INTERNATIONAL TETRISPHERE ...... Please Call AND CASE PLUS ALL OFFERS SUBJECT TO STOCK. 
BUGGIE BOOGIE “Please Call SUPERSTAR SOCCER 64 ......... ...49.99 TUROK - DINOSAUR HUNTER ...... 57.99 1001 CHEATS BE eee a ey alEiae 
CLIMBER ...... 0.0... 04. 2. 1. «Please Call KIRBY'S AIR RIDE ... Please Call WAVE RACE 64. +4499 fe ADD £2 POSTAGE 
CRUSIN USA ... ..Please Call PILOT WINGS 64 ..39.99 YOSHI'S ISLAND | "Please Call KL pat Svivie 
FIFA SOCCER saeaaias ...44.99 SHADOWS OF THE EMPIRE +-49.99 OR FREE FOOTBALL #F http://special.reserve.co.uk 
F-ZERO64 wo... ..Please Call STARFOX64_...... ...Please Call CALL 01279 600204 FOR LATEST PRICES PLUS 1001 CHEATS Ca 

Fantasy Formula 1 © © SIZE 5, 82 PANE! PANEL 
STITCHED PVC —~ BS a 000 worth of prizes! 

COATED FOOTBALL \ NINTENDO 64 CONTROLLERS VV 
OR FREE CD WALLET WITH ARCARDE SHARK STICK 39.99 

" 5 FIRE BUTTONS, VIEW CONTROL MOUSE MAT Sm 
} ANALOGUE AND DIGITAL DIRECTIONAL AND 1001 CHEATS 
CONTROLS, INTERCHANGEABLE JOYSTICK 5 MOUSE 
AUTO FIRE AND SLOW MOTION FUNCTIONS MATS Free to enter, See our Club Magazine for 
AND MEMORY CARD SLOT DESIGNS se details. Place your entries by post, at one of 

TO CHOOSE our Club Shops or live on our web site @ 
OFFICIAL UK MACHINE. COMPLETE ro FROM . . http://special.reserve.co.uk 
WITH 3D CONTROLLER, FREE 256k 
MEMORY CARD AC POWER SUPPLY 
AND RF LEAD FOR NORMAL TV. FLIGHT FORCE PRO JOYSTICK 

FOR NINTENDO 64 ... 46.99 e x2 Special Reserve 

- *e 

o\ 
NINTENDO 64 WITH 3D CONTROLLER 
& FREE 256K MEMORY CARD ... 

ANALOGUE PROGRESSIONAL JOYSTICK 
ERGONOMIC HAD GRIP, 20 BUTTON = 

JOYSTICK CONTROLLER, 3 ANALOGUE AXIS 
18 PROGRAMMABLE BUTTONS. AUTO FIRE |@ 

=] NINTENDO 64 WITH 3D CONTROLLER " os AND SLOW MOTION 
£144.99 

OR FAX YOUR ORDER ON 01279 726842 - WE'LL FAX BACK TO CONFIRM 
, YW] ANDTUROK _..... ... £184.99 OPEN 9.30am TO 8PM (MoN-SaT) 10am TO 5PM (SUN & BANK HOLIDAYS) 
18 » é NINTENDO 64 3D CONTROLLER » 29,99 

ee NINTENDO 64 WITH 3D CONTROLLER ae e OFFICIAL CONTROLLER, ANALOGUE AND DIGITAL We only supply members but you can order as you join 
ea AND SUPER MARIO 64 .. £189.99 CONTROL, 6 ACTION BUTTONS, 2 SHOULDER 

SAVE £35 X BUTTONS AND TRIGGER CONTROL. PLUS SLOT 
SCART LEAD - NINTENDO 64 TO TV 9.99 \ FORMEMORY Ane Trial Members receive one issue of the club magazine. Valid for one order. 

PROVIDES HIGH QUALITY PIXEL PERFECT RGB PICTURE ON A SCART TV > 
JOYTECH 256K MEMORY CARD siete ele ann emndes vies OO SUPERPAD PLUS ... 24.99 se 
SPOOKiMBMEMORYCARD ............ “49.99 5 FIRE BUTTONS, VIEW CONTROL. DIGITAL ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 

Members receive ten issues of the colour club magazine per year. 
There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) N64 

Name & Address 

AND ANALOGUE JOYSTICK CONTROLLER 
AUTO FIRE AND SLOW MOTION FUNCTION 

PLUS SLOT FOR MEMORY CARD 

es 

(( fn 
es 

Nintendo 64 C 

Ef consists of: 

NINTENDO 64 CONSOLE WITH 
ADVANCED 3D CONTROLLER, PLUS: 
¢ SUPER MARIO 64 
* TUROK - DINOSAUR HUNTER item s 
* EXTRA NINTENDO 3D CONTROLLER 4 7) For OPTIONAL first class post add 5Op per item 

FULL LOAD AND SAVE FUNCTIONS. WORKS WITH ANY NINTENDO 64 GAME 
THAT INCLUDES SAVE GAME OPTION, SLOTS IN CONTROLLER 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG _... ... ... ... ...24.99 
SAFELY CONNECT UPTO 4 DEVICES TO ONE PLUG AND PROTECT THEM 
FROM HARMFUL ELECTRICAL SURGES 
HI-Fl AUDIO LEAD - NINTENDO 64. a tutvabeai cen. 18 
CONNECTS VIA PHONO INPUTS 
TV LEAD - NINTENDO 64 TO SVHS TV OR VIDEO 14.99 
CONNECTS NINTENDO 64 TO SVHS INPUT ON TV OR VIDEO 
X-TENDER CABLE - NINTENDO 64 __.. 9.99 
EXTENDS CONTROLLER CABLE BY AN ADDITIONAL 1.5 METRES 

4 « Nintendo 64 
consists of: 

NINTENDO 64 CONSOLE WITH 
ADVANCED 3D CONTROLLER, PLUS: 
¢ SUPER MARIO 64 
¢ EXTRA OFFICIAL NINTENDO 

ADVANCED 3D CONTROLLER 
¢1MB MEMORY CARD 
¢ RF LEAD FOR NORMAL TV 

SPOOK 3D CONTROLLERS ... ...22.99 
ANALOGUE AND DIGITAL CONTROL, 6 ACTION 
BUTTONS, 2 SHOULDER BUTTONS AND 
TRIGGER CONTROL. MEMORY CARD SLOT. 
AVAILABLE IN BLACK, BLUE, GREEN, RED 
WHITE AND YELLOW 

Postcode Phone No Machine 

Enter membership number (if applicable) or 

"2 Sune” 
a — 

i «1 MB MEMORY CARD “Aah For OPTIONAL fast delivery on hardware add £3.00 
*RF LEAD FORNORMALTV £477 

* : TOTAL PRICE £249.99. £24.99 DEPOSIT PLUS TOTAL PRICE £299.99. £29.99 DEPOSIT PLUS e ~ Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 

\ oe XX NINE FURTHER MONTHLY PAYMENTS OF £25. NINE FURTHER MONTHLY PAYMENTS OF £30. 
APR 0%. SAVE £20 ON COMBINED RRP APR 0%. SAVE £30 ON COMBINED RRP. 

z OFFER SUBJECT TO STATUS. APPLY FOR0% OFFER SUBJECT TO STATUS. APPLY FOR 0% a v SAEBTLGARG eWitGn 

FINANCE ON 01279 600204 OR AT A SPECIAL FINANCE ON 01279 600204 OR AT A SPECIAL EXPIRY DATE SiNeTURE (ISSUE NO ) 

RESERVE SHOP RESERVE SHOP ees 

OVERSEAS ORDERS MUST BE PAID BY CREDIT CARD. 
HARDWARE ITEMS (MAINS) ARE ONLY SUPPLIED TO UK ADDRESSES. 

OVERSEAS SURCHARGE £2.00 PER SOFTWARE ITEM OR 25% ON OTHER ITEMS 
Cheques payable to 

SONY KV-14MI 14” TRINITRON SONY KV-14TI 14” TRINITRON SONY KV-16WS1 NICAM 
REMOTE CONTROL TV 

v 14” Black 
Trinitron tube 

Vv SCART input 

v Front A/V inputs 

v Simple Menu 
5 wv Remote control 

Vv Loop aerial 

v 1 button tuning 
v Tilt and swivel 

v Widescreen mode 

Total price £169.99. 0% Finance available 
for £16.99 Deposit plus 9 monthly 
payments of £17 subject to status. 

FASTEXT REMOTE CONTROL TV 

v Widescreen mode 

Total price £219.99. 0% Finance available 
for £21.99 deposit plus 9 monthly 
payments of £22 subject to status. 

v 14” Black 

Trinitron tube 
v Fastext and 

labelling 
v SCART input 

v Front A/V inputs 

v Simple Menu 

v Remote control 

v 1 button tuning 
v Tilt and swivel 

Total price £399.99. 

16” WIDESCREEN TV 

v 16" Super Trinitron tube Y NICAM Stereo 

v Widescreen ¥ Remote control 
v SCART input ¥ Full range speakers 

v Games Button for switching from TV to console 
% Finance available 

for £39.99 Deposit plus 9 monthly 
payments of £40 subject to status. 

at 

PO Box 847, Harlow, M21 9PH 

Special Reserve is mainly mail order 
but we also have 

SAWBRIDGEWORTH, HERTS BrisToL AVON 
THE MALTINGS, STATION RD 351 GLOUCESTER RD (A38) 

NEAR THE TRAIN STATION 1'/2 MILES FROM THE CENTRE 
Some BOUGHT IN THE SHOPS CARRY A £1 SURCHARGE ON THE MAIL ORDER PRICES 

Att SPECIAL RESERVE CLUB SHOPS HAVE TRAINED TECHNICIANS AND PC REPAIR AND UPGRADE FACILITIES 
Pray Mario 64 OR ENTER OUR £23,000 F1 GAME WHILE WE FIT RAM OR A GRAPHICS CARD TO YOUR PC 

Inevitably some products listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. SAVE = Saving off full recommended price. 

Sent to press 29.04.97 Errors & Ommisions Excluded. 

CHELMSFORD, ESSEX 
43 BROOMFIELD Ro 

NEAR THE BUS STATION 

Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts CM21 9PG 
a ee 
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INTERNATIONAL SUPERSTAR 
SOCCER 64 

plore ir) 

KILLER INSTINCT GOLD 

SIN Op ar) 

MAH JONG 64 

POWER PRO BASEBALL 4 

MULTI RACING 
» ta VV aLOl\ yall 

GO GO!! TROUBLEMAKERS 

120 STAR MARIO 
SPEED GUIDE 

= WHERE TO FIND SHADOWS 
ln Vem 4) (6) O) | 

LEGEND OF 
ZELDA 64 UPDATE 

WHO ARE JAPAN'S 
DEVELOPERS? 

HOW TO UNDERSTAND 
JAPANESE GAMES 

NINTENDO“ 

Available exclusively for N64. N-Cube, ™ and ® are trademarks of Nintendo Co.,Ltd. 
©1996 Nintendo Co.,Ltd. Console £249.99, Gamepak £54.99 RRP. Get into it. 
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MAGAZINE 

YI 
“FOR NINTENDO 64 FANS El 

WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/PRESERVING /A’ PART 
OF/CLASSIC GAMING THAT SEEMS TO BE/OVERLOOKED MOST /OF/ THE TIME. 
NAMELY) CLASSIC VIDEO GAME MAGAZINES. 
OUR GOAL ISTO PRESERVE THESE’ MAGAZINES BY RESTORING 
AND DIGITIZING, THEM BEFORE THEY ARE LOST FOREVER. 
BESIDES LETTING PEOPLE ENJOY, SELECT ARTICLES DIRECTLY ON THE’ SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 
THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 
THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

] z THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
ear) DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 
SERS AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 

THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A, CERTAIN DATE, IS /TO/GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR’ DIGITAL VERSIONS /OF/ THEIR /OLD MAGAZINES 
IF/ THEY, WISH TO’ DO/SO. 
THESE’ ARE HARD ENOUGH TIMES /AS/IT/IS/FOR’PRINT/ AND / THE /LAST/THING 
WE’ WOULD WANT, IS/TO/DO IS’ HAVE ANY/KIND/OF/ NEGATIVE EFFECT/ON THEM. 
WE’ SEEK OUT TO WORK’ WITH PUBLISHERS’ AND/ ARE’ ALWAYS LOOKING /TO 
SEEK /APPROVAL TO DIGITIZE, RESTORE /AND RE-DISTRIBUTE /THEIR WORKS 
IN/ WHATEVER WAY, THEY, SEE FIT. (PUBLICLY/OR / WITH SILENT /APPROVAL) 

WE HAVE /NO INTENT /NOR DESIRE / TO’ PROFIT) FROM; THESE’ DIGITAL’ MAGAZINES 
IN’ ANY /WAY,)/SHAPE,/OR FORM.’ NOR/DO/WE’ HAVE ANY/DESIRE /TO/FINANCIALLY 
HARM ANY PUBLISHER,’ EDITOR, /WRITER/OR PERSON INVOLVED IN CREATING 
THESE,,/OR’ ANY /OTHER/MAGAZINES FOR/THAT/ MATTER. 
WE/ARE’NOT HERE /TO/DO HARM,’ BUT//TO/HELP/PROTECT/ THEIR /LEGACY. 
THAT /IS/WHY / THE /PRE-2000 DATE /IS/IN/ PLACE: 
TO/PROTECT,/THEIR/ BUSINESS /AND LIVELY-HOOD,/AND /TO/MAKE’) SURE /THAT/ WE 
WILL BE /ABLE’/ TO KEEP/ENJOYING NEW /MAGAZINES FOR MANY/ YEARS /TO/COME, 
WHILE /AT//THE’ SAME /TIME/ ENJOY, THEIR’ BACK /CATALOGUE. 

WE’ WOULD LIKE /TO THANK’ EVERYONE/WHO/MAKES /THIS’ PROJECT POSSIBLE. 
FROM /THE’ ORIGINAL’, WRITERS,’ EDITORS’ AND/ PUBLISHERS,’ TO/ THE /CURRENT, 

COPYRIGHT OWNERS AND ‘EVERYONE /INVOLVED | IN /ACQUIRING, DIGITIZING, 
RESTORING, /PRESERVING /AND DISTRIBUTING THESE’ MAGAZINES. 

ONE /L-AST/ THING: 
IF/YOU /COME/ACROSS/ ANYONE TRYING /TO/SELL’/ ANY, OF / THESE’ DIGITAL. 
MAGAZINES,’ OR/PROFIT/FROM /THEM IN /ANY/WAY, SHAPE/OR FORM, 
PLEASE DO/NOT, SUPPORT//THEM! 

THANK’ YOU! 

Max-Rez 
AYc-T a3 (ea) 
(2560 pixels) 

YOU ARE /VIEWING |THE /"MAX—REZ” VERSION OF//THIS ISSUE’ RIGHT/NOW. 
THIS/ VERSION /IS’/CREATED FOR/OPTIMAL’ VIEWING/ON LARGE’ DISPLAYS. 

IF/ YOU /ARE /LOOKING FOR/A/SMALLER RESOLUTION VERSION OF/ THIS ISSUE, 
FOR USE ON A’) TABLET OR EVEN AN IPOD /OR IPHONE, 

BE SURE TO CHECK’ THE MAGAZINE CATALOGUE ON OUR SITE. 


